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Digital Anvil begins hammering out their first 
games. Tom Ham gets a first hand look. 
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Previews of upcoming games. 
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Emulation and 3D acceleration — Andrew S. Bub 
looks at classic and console gaming on a 
computer. 
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" Andrew S. Bub takes a look at the state of first- 
person shooters. 
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We tell you what's worth buying. And what to 
avoid at all costs. 








Dave Whittle reviews the Voodoo 3. High-tech 
benchmarks inside. 








"Scott Sellers, Senior VP of Product 
Development at 3dfx, educates us on the 
importance of 60fps. 





_.And if you're dumb enough to believe 
the one, you're definitely dumb enough Ee 
believe the other. After seeing the Rob 
Zombie/Korn show, | was pretty much 
emacked in the face with the obvious: rock 
is dead only if you aren't able to understand 
the music. Music critics who've been jumping 
on the bandwagon and declaring rock music 
deceased are the same kind of people who 
wrote off techno as “unimportant,” and called 
rap “a fad.” In other words, morons. Which 
isa word | could use for people in our industry, 
lately. ’ 
This same mentality has leaked into the 
video game world, as bored writers, attempting 
to find something new to write about, have 
latched onto the idea that 3D acceleration is 
dying. An article ran in one of the game trade 
magazines a few months ago, talking about 
how hard it is for publishers to sell 3D-only 
titles and how retailers are reluctant to accept 
a PC game that doesn’t have a software mode, 
The article went on to list several 3D-only 
games that hadn’t performed well at retail as 
proof positive that no one wants a 3D only 
game. 

Included amongst the list of games were 
a few games from Psygnosis, Rogue Squadron 
from LucasArts and a couple of others (they 
escape me and | can't find a copy of the 
magazine now, but that’s not important). The 
problem with the article was that they (and 
the people interviewed both on the publishing 
and retail side) attributed the games’ lack of 
success to the 3D requirement, saying that 
the installed base of 3D accelerators is still 
too low and that people are resistant to 
hardware-only titles. Not so. The simple truth 
is, with the exception of Rogue Squadron, the 
games they had singled out were not very 
good. Even Rogue Squadron, which we gave 
a good review in our Spring Issue, was not 
much more than a port of a console game, 
which PC gamers are famously hesitant to 
embrace. 

How can these people rationally claim 
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that the 3D accelerator install base is low? |, 
May, 3dfx was pleased as punch to announce 
that the Voodoo 3 line had captured the 
Number One, Two and Three spot on Pc 
Data’s list of best selling video cards. With 
the launch of Voodoo 3, 3dfx also revealed 
that they have now moved over ten million 
chips in the past three years. Ten million. Thats 
a lot of 3dfx accelerators sitting in gamers 
systems, just wailing for a good game. We'te 
not even going to talk about the additional 
millions of 3D cards from other companies 
like Nvidia, ATI, Matrox or Intel. 

Try and tell me that the vast majority 
of people who made Half-Life such a big seller 
are playing the game in software, and I'll just 
laugh at you. Anytime | go online to play Half- 
Life or Team Fortress Classic, it seems like a 
good portion of the people I’m playing with 
(or against) have somehow worked either 
“3dfx” or “voodoo” into their alias. There’s 
no way people are getting frame rates smooth 
enough to wax me like that on an 
unaccelerated PC 

The biggest hole in the “3D doesn’t sell” 
argument is 989 Studios’ EverQuest, the first 
online-only, hardware required game in 
history. There were 76,000 registered users 
playing EQ within two months of the game's 
release and 989 figures that number will be 
well into the 150,000 mark come Fall. We 
can sorta track these numbers ourselves, since 
Dimension Publishing released the Official 
Strategy Guide. We were recently told by 
Electronics Boutique that the EverQuest book 
was, “The fastest and biggest-selling PC 
strategy guide in our company’s history.” So 
stick that in your pipe and smoke it, bucko. 

A message to game publishers: don’t 
blame hardware when your crappy games 
don’t sell. Produce a bad game, and it won't 
matter if it’s backwards compatible with a 
toaster; no one is going to buy it or play it if 
they read a bad review. 3D acceleration isn’t 
your scapegoat; look to your own products 
instead. 
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Andrew 4. 
Andrew S, Bub is responsible for all the bad things that have ever happened to you. He 


ig evil incamate in an othenvise sane world. If you happen to see him on the street, don't 
feed him. Yet, his wife and family (and editors) love him anyway. 


* Total Annihilation: Kingdoms Beta * Braveheart Beta * Alpha Centauri * Midtown 
Madness © Tetris (can’t. stop..) » Silent Hill (PSX) 


Joel Durham 


Joel Durham fr has spent the last 25 years partaking in violent video games, watching 
action films and reading war coverage in daily newspapers, and he was also teased in 
school — and he's still managed to live his entire life without shooting anybody. He has, 
however, thought about mercilessly slaughtering people who blame the media tor the 
random actions of disturbed individuals. He's also a very sarcastic person. 


® Requiem * Half-Life TFC ¢ X-Wing Alliance * Redline * Roller Coaster Tycoon 


Tom Ham 


Tom Ham has been covering the gaming industry for the past four years. His range of 
expertise includes consoles, PC, the Internet, hardware and technology. He got his start 
feviewing games for The Washington Post. The first game he reviewed was Blackthorne 
forthe SNES. From there he went on to CNET Gamecenter and helped launch Ziff-Davis 
Videogamespot. After being published online, Tom continued te broaden his scope of 
coverage. At present, he regularly contributes to Newsweek, USA Today, The Washington 
Post, Voodoo Magazine, CNET Gamecenter, GameWEEK, Electronic Gaming Monthly 
and the Oificial PlayStation Magazine. tn addition to his regular columns, he has also 
appeared in Playboy, GamePro and on Ziff-Davis' GameSpot. 


* Total Annihilation: Kingdoms * Need For Speed: High Stakes * Unreal Tournament * 
Aliens Versus Predator * Star Wars: Episode 1 Racer 


Chris Kramer 


Kramer has spent the better part of the 90's working for various video game companies, 
starting with Capcom back in the dawn of time ('93-ish?), followed by an extremely short 
stint at Sony Computer Entertainment ('96-ish?) and finally ending up at 3dix Interactive 
('97-ish?}. After short-circuiting froma combination of too much Quake, Way too many 
lies and not enough love, he decided to drop out of the rat race and hook up with his 
buddies at Dimension Publishing, where he now spends his time playing games, bossing 
around freelancers and hoping that someone is actually Voodoo Magazine, . 


* Aliens Versus Predator * Requiem « Kingpin (demo) © Team Fortress Classic 
* Rollercoaster Tycoon 


6 - MEET THE EDITORS 


Josh Krane 


Joshua Krane is the new guy on the Voodoo Mag block. Hes the head harcware editar 
for AGN3D and the upcoming 3Dfx Gamers. When he is not behind his computer (or in 
it), Joshua likes to spend time with his wife Beth and Pitt Bull, Guinness. Heiis also 
insane enough to undertake all of this as well as attend graduate school for a Ph.D. in 
Neuroscience (yes Neuroscience). 


« Half-Life (LAN play keeps italive) * NHL 99 * NBA Live 99 © NFL Blitz 
* 3D Chicken Killer 2000 


Greg Off 


One of those rare guys who can go through life completely ignorant of his surroundings, 
Greg spends most of his time trying to clean and organize his desk while also attending 
to his editorial duties as, sister (asin “little girlie”) publication, PS Extreme'’s Editor In 
Chief. While rumors abound that Greg is known as the “Nicest guy in the Industry” (he's 
sort of the polar opposite of Kramer), just call him jack and see what happens. He's also 
well known as “The Death of Technology” for his uncanny ability to corrupt hard drives. 


* Let's Crash Our Mac! * Midtown Madness * Ape Escape * Bleem! (just the demo) 


Daye Whittle 


Daveis loving his Voodoo3 card, but aiter playing Descent 3 he thinks that his “old” P2 
266 (overclocked to 300) is in need of an upgrade. Anyone have a P3-500 with 256 
megs of RAM they would like to donate to a worthwhile cause? 


* X-Wing Alliance « Pro-Pinball: Big Race USA * Requiem: Avenging Angel 
* Descent3 * Starsiege 


scott Wolf ~ 


Donde estoy? En La Aldea, Qué usted desea? Informacion. De quién cara este usted 
encendido? Eso estarla diciendo, Deseamos la informacion . .. informacion... 
informacion! Usted no la conseguire. Por el gancho o por el ladron, Qui¢nes son usted? 


Elnuevo Numero Dos, Quin es el Numero Uno? Usted es el Numero Seises, No soy un 
Numero — soy un hombre libre! 


* Dawn of Aces (Still) « Eraserhead Online * X-Wing Alliance ® Resident Evil 2 
* Naked Lunch: Dr, Benway vs, the Mugwumps 


Chances are that Viggy is currently standing in the line for Star Wars: Episode 1 
somewhere in San Jose, CA. He is reco 


atotal disregard for personal hygiene, He also frightens chickens, 


* Everquest © X-Wing Alliance « Everquest * Kingpin Demo « Everquest 


gnizable by a general lack of fashion sense and by 
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Would 3dfx Ever Make Their Own Games? 


Now that 3dfx is a board manufacturer, I 
have been wondering about something; it cor 
cers Glide. I read the interview with aor 
Sellers (Winter ‘98 Issue), where he stated a 
Glide is definitely still in 3dfx's future plans. So, 
has 3dfx considered in-house game develop- 
ment to make their own games for Glide? 

Obviously, they would only be playable on 
3dfx-equipped machines, so you prove 
wouldn’t have a #1 seller, but the occasiona 
“must have,” Glide-only game would probably 
sell more boards for 3dfx than any TV commer- 
cial or magazine ad. Make the cash with boards, 
sell them with the games developed by and for 
3dfx. . 

Glide is attractive and fast and is tied directly 
to the hardware, as stated in the interview with 
the developers of the upcoming game, Giants. 

Well, what do you think? 





Dave 


You've raised an interesting question. 3Dfx has 
looked into developing games in the pas in fact, way 
back in the early daus of the company’s beginnings, 
they were financing a few small projects and develop- 
ers (including GameFX, who are working on Sinistar 
Unleashed, the final result of an initial boost from 
3dfx). Nothing much came from it, however, and Sadfx 
soon found it was easier for them to concentrate on 
hardware rather than software. Greg Ballard, 













vant to compete with 3dfx's partners. Then 
used to say the same thing when people 
would ask if they'd ever make their own boards and 
look what happened (there's just no trusting the 
man). 

With more and more hardzvare companies getting 
into the 3D acceleration business, it would make a 
certain amount of sense for 3dfx to try their hand at 













development. one really cool game could 
shot off the and strengths of Glide, more 
developers might be inclined to write towards the API 


in turn. Also, it’s hard for 3dfx to show off new fea- 
tures on brand new hardware if no one has written 
software to make it sing and dance. Take multi-tex- 
turing, for example. At this point, there are only a 
handful of games that take advantage of the technolo- 
gy that's been available since Voodoo 2 days, 

Plus, if 3dfx cranked out a game or two, it would- 
wt have to shell out the big bucks to publishers like 
Interplay, Epic or EA for the OEM versions of their 
games, 

I think that it would be smart for 3dfx to get into 
small-scale development in the long run — then we'd 
gét exclusive info for once, instead of PC Gamer or 


CGW! 









Another Laptop Voodoo Request. Is Anyone At 
3dfx Listening? 


T just upgraded from my Savage3D to a 
Voodoo 3 3000 ($142 open-box at Best Buy - 
whoohoo!). What a difference! The V3's 16-bits 
look just as good as the Savage's 32 bits and the 
V3 at 1600x1200 is the same speed as my Savage 
at 800x600 was in Forsaken! I’m one very happy 
camper. E 

After reading about the Voodoo Box Idea in 
the latest Voodoo Review, it occurred to me that 
there's a much better use for those old Voodoo 
chips. Build a PCMCIA card with 4MB that uses 
the CardBus (PCI) and the video overlay capa- 


MAIL 


i » Viao (333MHz P2) and 
ilities. I've got a Sony Viao (33 N 
td = awesome with a 3DEX chip ina See 
slot, Let’s see - connect a Space Orb and p "y 
Descent 3 in flight... wow! The only real a 
lems would be power consumption and heat. 
love one! 


Scott 


Forsaken? Someone's still playing that game? ‘ite 
Incoming, I thought Forsaken had been relegated . 
just being used solely for frame rate teens Buh 
suppose you need something to keep yout aide 
until the full version of Descent 3 ships, eh? 

[think that laptop Voodoo is probably the number 
one request we get around here. Everybody wants to 
be able to play 3D accelerated games on the go ( my 
buddy Robert was desperate to play EverQuest while 
he was in Japan), whether they're in the ait, on the 
ground or in a hotel. The only reason I haven t bought 
a laptop at this point in time is because I'm waiting 
for a 3dfx accelerator card to be integrated. ; 
~~ When 3dfx first announced the Voodoo 3 family, 
there was mention that the company was exploring 
the possibility of creating a laptop version, but so far, 
NO 90. ; 

You've got an interesting idea, although having a 
six inch PCB board jutting from the side of your lap- 
top (not to mention having a Space Orb cord wrapped 
around the two of you would not make the guy in the 
seat next to you happy). The upside is that it would 
probably keep your coffee warm for the duration of 
your gaming. 





You Can’t Hate A Game Until It’s Released, 
Especially Not Without Good Reason (Only 
We Can) 


I can’t believe this. Epic Games must think 
FPS Gamers are complete morons to try and sell 
us “Unreal Tournament.” This is a repackaging 
of parts of the original “Unreal” game that they 
left out! 

Think back to when that Uncomplete (I know, 
incomplete) game was released with no valid 
Internet code and no CTF! Now they want to 
take someone else’s Mod (all thanks to Zoid!), 
add the Net code and charge us $40 bucks? 
Unreal! At least Valve had the decency to give 
us “Team Fortress Classic” for free, just in case 
you don’t want to shell-out $45 bucks for “Team 
Fortress 2”, 

By-the-way Epic, did anyone ever tell you 
guys your game Sucked? Sure it was the pretti- 
est game of the year, but FPS Gamers want more 
than 3 to 4 monsters with weak weapons per 
level. Do us all some justice, do the Unbelievable 
and give Unreal Tournament away for free. Just 
package it as the Mod it is, Tequiring to original 
game to play, and maybe you will regain face 
with your used-to-be customers. 


Orlando Dozier 


Woah, there, friend! Let's at least let the game 
come out before we start heaping lots of abuse and 
Spite upon it (that’s our job, anyway). 

Calling Unreal Tournament a mod is like calling 
Quake 3 a patch. There’s so much more being added to 
the game, that it makes perfect sense for Epic to 
release it as a stand alone product. Sure, we'd all love 
fo get the new game for free, like Team Fortress 
Classic, but Epic is a business, not a charity. There 
are more than enough new things going into the UT 
package: weapons, game styles, graphics, front end, 
bot intelligence, team play... : 


And, no, Unreal did not suck, Sure the game had 


problems which have only now been completely fixed 
(almost a year after the release) and the exceptionally 
long development time had a lot of people scratching 
their heads, but the payoff was worth tt. ; : 
To be totally honest, the staff of Voodoo ts looking 
forward to unreal Tournament just a little bit more 
‘than Quake 3 Arena. “Heresy! " you cry. Not so, wwe 
counter, While id is taking their traditional hands- 
off approach to creating wnique content for their 
game, preferring to let the user community create 
their own mods, Epic is spending a lot of brain power 
on the creation of new ways to play first person shoot- 
ers, both online and off. So far, it looks like Epic is the 
group putting the most thought into their new game, 
Check out Bub’s take on the new game in his 
“United We Frag!” feature, which starts on page 56 
of this issue. He may have a strange name, but he 
seems to have a pretty good lock on the future of FPS, 
which we see Unreal Tournament capturing a good 
share of. 
— eee ee ee 
Send Us Your Video Projector we'll answer 
your question 





Tam currently new to this whole 3Dfx thing. 
I just bought a Diamond 3Dfx card and it’s 
amazing}! It was only $129.99 at CompUSA, so 
it’s probably a Voodoo 1 (Again, I'm new to this 
stuff)? What it does to Thief, NHL 98, and NFL 
Blitz, WOW!!! Lalso just bought my first edition 
of your mag and I have the same feeling towards 
it, too. 

A reader wrote in and stated that they are 
combining cards (using two cards in the same 
computer at the same time)? My true first (elec- 
tronics) love is home theater. I have built a the- 
ater down in my basement with a 120” front 
projection screen and 5,500 watt sound system 
complete with THX, DTS, Dolby Digital, and of 
course, Dolby Pro-Logic. I'd like some informa- 
tion on how I can incorporate my computer into 
the theater setup. Basically, I just need help 
choosing which sound and video cards to go 
with. I prefer a video card with S-Video outputs 
and a sound card at least Pro-Logic capable 
(preferably Dolby Digital too, there’s a DVD 
player in the computer). If you have any sug- 
gestions, please help me out. 

Oh, by the way, my first question is, can] buy 
a new Voodoo 3 card and use it with my 
Diamond upgrade card at the same time? Do I 
even need to? Should I look at other possibili- 
ties, Voodoo 2, etc? Sorry this letter is probably 
hard to follow. I’d appreciate any help you can 
send my way. 


Thanks, 
Mike 


Home theater is the second most talked about sub- 
ject around the offices here, right after video games 
(yes, we're nerds — we've learned to deal with it, 
why can’t you?). Since Kramer spends most of his 
day cruising web sites looking for new DVD infor- 
mation and Sony Electronics products (he also free- 
lances for a magazine called “Audio Video 
Interiors”), he managed to get the rest of the staff all 
hopped up on the digital bandwagon. Kramer wants 
fo write a “digital convergence” article sometime in 
the near future, about the ways the internet, TV, 
movies and games are all coming together, but he's 
really only going to use it as a scam to squeeze some 
new high tech toys from the Big Boys at Sony, 
Matsushida, Yamaha, Mitsubishi and the likes. We 
itate to abuse our journalistic powers if it 
means free big screen TVs, 

If you want to get your computer running into 











your home theater, go pick up a Voodoo 3 3000 or 3500. 
Both of those cards have S-Video inputs that you 
should be able to run right out to your video switcher. 
If your projector is LCD, you should get a pretty good 
display (although the dot pitch probably won't be fine 
enough to get good text resolution), but a lensed sys- 
tem might give you a slightly worse picture. . 
We'd also suggest picking up a good 3D sound card 
to add to the mix, like the Creative SB Live! Or 
Diamond Monster Sound. There are sound cards that 
do Dolby Digital decoding, but they usually handle the 
conversion internally and pass the signal to PC speak- 
ers. I have yet to find a PC sound card with PCM or 
optical outputs; although the second I do, I'll buy it, 
Oh, and anytime you want to invite us over for beer 
and movies, don’t hesitate. 120” screen? You bastard! 


More Proof That Voodoo Never Fact-Checks 


Today as I was reading your mag, I noticed a 
slight bit of incorrect information. On your pre- 
view for Summoner, which is developed by 
Volition, you stated that they were going to be 
releasing Descent 3. No, no, no. Outrage is 
releasing Descent 3 and Volition is working on 
Descent 4 and Descent: Freespace 2. Get it right! 


Faithful reader, 
Peter N. 


Ok, smart guy, you're right. Outrage is working on 
Descent 3 while Volition is handling the other duties. 
But, since both Outrage and Volition are essentially 
smaller offsprings of Parallax, you'll have to forgive 
our mistake. Outrage is based in Ann Arbor, MI, while 
Volition is in Champaign, IL, but both remain part of 
Parallax overall (at least as far as we can understand). 
Both companies were spun off in order to, as the press 
release states, “increase the efficiency of the two sepa- 
rate Parallax offices.” So there. 

ee ee oe 

Will Australia Ever Live Down The Shame of 
Paul Hogan? 

Hi, my name is Rodney and I live in Australia. 

Today, Saturday 27th March 1999, I saw the 
first copy of Voodoomag (Winter 1998 edition). I 
could not believe the price tag for Australia - 
AUS20 - and they call us the lucky country? 

Thave recently purchased a Creative Labs 3D 
Blaster Banshee 16MB PCI accelerator and it 
works perfectly. I do not worry about high reso- 
lutions because I only run Windows 98 at 800 x 
600 x 16-Bit High Color, and only run all games at 
640 x 480 resolution. I don’t know why everyone 
keeps mentioning all these fabulous screen reso- 
lutions when most people don’t run the games at 
these resolutions, and the people would require a 
horse of a computer system for it to run smooth- 
ly. 

, Tam running the Banshee on an Intel Pentium 
233 MMX, 64 MB SDRAM, Banshee PCI 16MB 
Accelerator, and no serious problems have 
occurred, Colin McRae Rally would not work on 
the Banshee when it was first released, but appar- 
ently there is a patch for that problem now. I 
always get the most up-to-date drivers and am 
running DirectX 6.1. 

Now, I look for games that specifically men- 
tion Banshee and the Voodoo 2 on the box. The 
best game for the Banshee is Powerslide (devel- 
oped and made in Australia, believe it or not - 
four years to develop the “Difference Engine” for 
Powerslide), this game kicks serious butt and 
Tuns so smoothly. Unfortunately, according to 
Ratbag Games, because of the Banshee, 
Powerslide will use a less optimal texture man- 
agement system, which means the game will not 
tun in Glide 2 mode. Ratbag said that this was up 
to 3Dfx to fix since it is their chip, and that itis not 
a fault in the game. The game usually runs in 
“Banshee” mode. The latest drivers from 
Creative (March 22, 1999) still do not allow 
Powerslide to run in Glide 2 mode. The new 


Powerslide patch does not address this Glide 2 
problem. Who’s fault is it? 

Anyway, I think the Banshee is the best invest- 
ment I have ever made. It runs bloody fast and 
did not cost the earth to purchase - about AU$300. 

Ilook forward to reading your next edition of 
Voodoomag. 


Keep up the excellent reviews. 
Rodney 


Outside of a few inedible kangaroos and that 
Crocodile Dundee guy, I've never heard anyone refer 
to Australia as “the lucky country” before. I always 
thought the lucky country was Switzerland, ‘cause it’s 
been so long since any of its European neighbors blew 
the hell out of it. Lagree, twenty dollars sounds like a 
lot for a copy of our magazine, but since your economy 
is based mostly on tourism, Silverchair, Kylie Minogue 
and those big ass cans of Foster's Lager, your money 
isn’t worth much to us. We'll let you read the maga- 
zine, tho. 

Now that you've got that Banshee, you might want 
to reconsider your opinion of higher resolutions. With 
your system, you should be able to run most games at 
800X600 (at least) without too much lag. Believe me, 
there's a huge difference between playing a game at 
640X480 and really enjoying one at 800X600. That is 
the reason that 3dfx keeps cramming more and more 
RAM on these cards, after all. 

As to the Banshee problem with Powerslide, you 
can’t really say whose problem it is. Ratbag spent their 
time initially developing their game for the good old 
Voodoo Graphics card (remember that one?), During 
the course of the game's development, 3dfx changed 
Glide somewhat to incorporate Banshee's feature set. 
When the new card shipped — oops! Things are not 
always as smooth as we'd like them to be when new 
technology is rolling out and it looks like Powerslide 
was one of those rare games that didn't work 100% 
with Banshee. Since Powerslide didn’t exactly burn up 
the charts here in the US, I doubt that 3dfx, Ratbag or 
GT Interactive (who released the game here in the 
States) are going to invest a lot of time or money in it. 

Incompatibilities suck and it’s too bad it had to hap- 
pen to a game you enjoy playing. You may be able to 
work around this problem by using the Voodoo 3's 

glide2x.dll and by starting the game with a -forceglide2 
command line option; check out their message boards 
for the latest technical updates. Maybe if you and 
enough other Banshee owners pester Ratbag (www.rat- 
baggamtes.com), they'll fix it up. 

Glad you like your Banshee, regardless of the 
Powerslide issue and I hope you can find a cheaper 
magazine stand in the future. G'day or something! 

—sS ee eee ee 


Why Voodoo Isn‘t Monthly (Yet) 


Hello, Just wanted to tell you how much I 
enjoyed you review of “Trespasser” in the Spring 
1999 issue of your Mag. I laughed out loud more 
than a few times. 

Ido hope there is discussion about publishing 
Voodoo on a monthly basis. I’m sure many of 
your readers would not mind paying a bit more 
to have games reviewed closer to their release 
dates! 


Thanks for a wonderful Magazine! 
Scott 


Yes, we got a great deal of reaction from folks about 
our Trespasser review. Some renders felt our Overall 
score of “2” for the game was very controversial, and 
were arguing that we should re-address the game in 
another review and give it a “-5.” Since we feel that 
we've pretty much exceeded our limit of Dreamworks 
bashing, we vow to never mention it again this issue. 
As we speak, the diligent investigative editors of 
Voodoo are searching high and low for a game as bad 
as Trespasser that we can pick on in the future. 
However, that search is going very slowly and we may 
have to start reviewing cheapie WizardWorks titles in 
order to find one. 

There is indeed discussion about publishing Voodoo 








monthly. About once every tivo weeks, Dave Winding, 
our company’s president, comes over to Kramer's desk 
and says, “Stop playing that game. The magazine is 
now monthly. Get to work.” Kramer makes these nois- 
es like he’s paying attention to every word that Dave 
is saying, while in reality continuing to play whatever 
game it is and ignoring everything around him. At the 
end of the month, Dave comes back over to Kramer's 
desk and says, “Okay, where's the first monthly 
issue?” and Kramer looks back at hin and says, “What 
the hell are you talking about? We're not a monthly 
magazine! We're quarterly, dammit.” Then he goes 
back to playing his game, chuckling under his breath. 
Eventually, however, Dave is going to wise up and 
yank the power from the back of Kramer's monitor 
while he’s talking to him. Then, and only then, will we 
go monthly. Meanwhile, Kramer's still playing the 
Quake 3 Arena test. 
— eee 

Game Platform or Semiconductor Company? 
You Be The Judge 


It happened again! 

3dfx released the Voodoo Banshee and it 
became one of the most successful cards and sold 
everywhere. Now 3dfx has released the Voodoo 
3. And while people start complaining that the 
card doesn’t have 32 bit color, true 4X AGP, only 
256*256 byte textures and how this “lack of new 
technology” will affect 3dfx’s image, reputation 
and sales, I'm more worried about the damage 
they can inflict on themselves introducing new 
hardware when their last generation hasn't been 
exploited to it’s full potential. 

People might realize that a Banshee, for exam- 
ple, has more to offer and they won't probably 
tush to buy a Voodoo 3. Maybe they'll go buy 
new hardware for Christmas to get the new soft- 
ware, and maybe we'll see some new, non-3dfx, 
exciting hardware and this, of course, might affect 
Voodoo 3 sales, maybe more than the “lack of 
new technologies” mentioned before. Even when 
the markets are very different, ask Sega what hap- 
pened to them when they tried to sell multiple 
consoles at the same time. What do you think 
about this? 


Keep the good work! 
Adnel Ortiz 


Sigh. It’s the curse of a company that wants to be 
both a video game platform and a semiconductor com- 
pany. In the land of Intel and Microsoft, slowing down 
means death, which means that 3dfx has to continu- 
ously pump out new chips. Game developers are just 
as bad; each successive gante pushes out the boundaries 
of acceptable versus high end performance a little bit 
more, until you have games that won't even run on 
what had been the latest and greatest technology only a 
year ago. It's hard to predict how the market will react 
to each new product that 3dfx releases (it's current 
schedule seems to be a new chipset every nine to ten 
months), but the sales of Voodoo 3 have been anything 
but impacted by Banshee. In fact, all three versions of 
the Voodoo 3 were the top selling video cards for two 
months after their release. 

While it would be nice if Voodoo 3 owners didn’t 
already have to start wondering what comes next, the 
truth is that being a PC gamer is a tricky lot. There's 
always something new right around the corner, just as 
you finally give in to buy that new motherboard/ 
processor/sound card/modem/3D accelerator, But that's 
why we enjoy a greater range of titles than closed-sys- 
tem consoles. Bottom line: as long as we keep upgrad- 
ing, the computer companies will keep making new 
products. 

Oh yeah, and Sega’s just lame. 


Ff you're crazy enough to send 
more mail, send it to: 
Goovoo wepagazine 
1175 chess Jrive.suite e 
foster city.cs.g4409 
matl Ouoodoomag.com 
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Ken Slater 


April 9, 1999 





















Q. Lhope this is the right forum to ask this 


estion. 
Im mien running 2 V2 12MB(SLI)cards 
with an i740 primary card. Would it benny 
advantage to change toa Voodoo Bae lage 
the primary card and would hee ie 
kind of compatibility concerns or SW i ne 
concerns? By this I mean problems Me us h e 
primary card allowing the 3D Ce or 
card to take over when gaming? I'm as ing 
this for two reasons; one, to further ares 
my system (333 Celeron, 160MB SER ), 
the other due toa problem with MS Com in 
Flight Sim. When I’m ina hard left or righ 
turn, every few seconds my computer 
slooooows down (it appears i freeze 
frame), yet all other games run great. 
ey: ahi of the cards would you 
recommend (my V2’s are Guillemot Maxi 
Gamers, if that matters for a decision). 


I’d be very thankful for your response. 
‘ Jeff Klassen 


A. You would actually be better off purchasing 
and installing a Voodoo 3 board, Voodoo 3 boards 
are available in suggested retail prices from $129 
to $179, and in both PCI and AGP 
configurations. Voodoo 3 has higher performance 
2D, higher RAMDAC speed and, of course, the 
fastest 3D acceleration on the planet, In fact, for 
the ultimate upgrade (and to free up some slots) a 
Voodoo 3 3000 AGP (if you have anAGP slot) 
would offer better 3D performance than your 
current Voodoo, 2 SLI rig, improved video 
quality, the worlds fastest 2D acceleration, higher 
resolution support in 3D, and a host of other 
improvements, As a side benefit, it would take up 
only one slot, allowing you to remove your i740, 
as well as your Voodoo 2 SLI cards, freeing up 2 
valuable PCI slots, 


Q. Hello Voodoo Magazine, I’ve recently 
bought the Spring Issue of your magazine, 
and I really like ita lot, congratulations on an 
excellent magazine. j 
I'm planning on buying a Voodoo-based 
graphics card. I have an IBM Aptiva (P233 
MMKX, 48 RAM, 2MB ATI Rage II, 15” 
Monitor, one free PCI Slot). I’m asking for 
your advice on what would be best for me to 
buy, based on my old machine. 
I'm mostinterested in a Banshee or a Voodoo 
3, because I wanted a 2D/3D card. I read a 
Teview on the AnandTech webpage about 
various cards’ performance on a Super 7 
machine. In the benchmarks, it shows that 
on a K6-266 (I think it’s the one closer to a 
P233 MMX), the frame rates of the Voodoo 3 
3000, Voodoo Banshee and Voodoo 2 SLI, are 
almost the same. I’m not planning on 
upgrading my CPU. 

, My primary concern is that the Banshee 
and the Voodoo 3 2000 are almostat the same 
‘ price, have the same 2D core and have 
f almost the same performance on slower 





SICS DEX 


3D side, the Banshee doesn’t 


e : 
Cee eas ass multitexturing aS the 


have single-p 


aa Voodoo 3 2000 is the latest and is 


much faster in performance, and ne peor 
in the Community Message Boar gion yor : 
web site suggested that I buy the Vo! suite 
2000. But It’s really faster on faster ma ae 
and as I said, I've a slower machine ie 

MMX) and I'm not planning on upgra gz 


Please help me, what should I buy? ate you 
planning on doing a comparison of anshe 
and Voodoo 3 2000? That would be very 
helpful. But, aside from that, I ll appreciate 
any advice, suggestion, tip or information 
you could give. Thank you very much. 

Another question, more technical, is ee 
Voodoo 3 2000 manufactured on a ve 
micron, or is ita 0.35 micron as the Banshee? 


Felipe Ten 


A. I would strongly recommend purchasing a 
Voodoo 3 2000 PCL I isa much faster product, 
has a higher clock speed for increased 2D 
performance, higher frequency RAMDAC for 
improved 2D resolution and image quality and, 
of course, supports multitexturing. You will find 
that the Voodoo 3 2000 will offer substantially 
better frame rates than a Voodoo Banshee based 
product, particularly in higher resolutions andin 
multitexturing games like Unreal and Quake2. 


B. Voodoo 3 is manufactured in a 0.25 micron 
process. | 


Q. Ihave a Compaq Presario 5170. Recently, 
I found out that the Voodoo 8 card is not 
compatible with Compaq models. The clerk 
at the electronics store said there will be a 
patch for this in about 6 months. Ifso, when 
do you know when3Dfx will release a patch 
for the Presario models. 


KAmOSakI15 


A. There is currently a problem with the Compaq 
Presario 5100 series and Voodoo 3, The Compaq 
Bios causes corruption in the Bios on the Voodoo 
3 card. We are aware of the problem and will have 
auser update for Voodoo 3 available on our web 
page as soon as it’s ready. 


Q.Isit possible to put in 2 Voodoo 3's? Iown 
a Compaq Presario AMD-K6-2 400MHz 
with 4MB of SynchGraphic Memory and a 
15 inch monitor. I was wondering if the 
monitor size and the 4MB of SynchGraphic 
Memory was O.K for the 3D card(s) setup? I 
have a mid-size tower case. Is that enough 
space for the cards? Also, I’ve notice that, in 
your spring 1999 issue, you mentioned that 
the Voodoo 3 3000 and the 3500 are targeted 
point blank at gamers, etc. How do I know 
which one to purchase? Should itbe the 3000 








or the 3500? Which is the best of the best? 
Please advise me so I don’t make the mistake 
of purchasing the wrong one, I would 
appreciate it if you could help me out. 


Thank you for your time, 
Boon Phommachanh 


A. It is possible to put in 2 Voodoo 3's into q 
computer and run them ina multi-monitor 
configuration on Windows98; your monitor size 
is fine. The Voodoo 3's won't be using the 4MB of 
on-board memory your current graphics chip 
uses. A mid-size tower case is fine. The Voodoo 3 
3000 and 3500 are available only in AGP 
versions, so you will need to be sure you have an 
open (or available) AGP slot. As far as which is 
right for you, it comes down to how much 
performance do you want, or can you afford... 


Q. I'd like to know what will have the better 
image quality — Voodoo 2 SLI or Voodoo 3? 
Does having the use of 4 TMUs on the SLI 
setup make for better overall picture quality 
than the Voodoo 3? 


Marcus Green 


A. Voodoo 3 has better image quality than Voodoo 
2 or Voodoo 2 SLI due to some architectural 
modifications and enhancements made to the 
Voodoo 3. 


Q. Hello, I am thinking of buying a Voodoo 
3.with only 16MB of memory on board. I was 
wondering why I shouldn’t buy an ATI Rage 
Fury with 32meg on board? Is there a 
Voodoo 3 that has 32MB on board? Would 
that be the V3 3500 Ihave read about? Would 
an ATI Rage combined with a Monster II 
with 12MB be better than the Voodoo 3? Am 
I limited on the number of questions I can 
ask? Please get back to me... 


Thanks, 
Michael McDade 


A. Voodoo 3 is approximately twice the 
performance of any ATI based product, including 
their 32MB board. Voodoo 3 does not come ina 
32MB configuration. Voodoo 3-based products 
offer higher image quality in 16-bit mode, Glide 
compatibility, higher performance, faster 2D 
acceleration, and higher resolution support than 
any ATI-based product. The Voodoo 3 3500 will 
offer 183 MHz (366 Mtexel/sec) operation 
(significantly faster game performance than event 
a Voodoo 2 SLI setup) as well as TV-in, TV-out, 
and digital VCR capabilities. 


Q. 1 Heard the V3 PCI card runs better than 
the AGP card ona K6 3-400. Is this true? 


Mike 
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A. No. There is almost no difference between the 
PCland AGP versions of the cards, 


Q. Problem; My video card is part and parcel 
with the motherboard in my computer. 
When I put a Voodoo card into the PCI slot, 
neither the Voodoo nor my original video 
card function. I’m running an AMD K-2 400 
with a 2X AGP ATI 3D graphics accelerator. 
I need to know where to go with this, any 
help would be appreciated. 


John “lord Darkness’ Shelly 


A. Iassume you are speaking of a Voodoo Banshee 
or Voodoo 3 card, which is an integrated 2D/3D 
accelerator card. You will most likely need to 
disable the built in video support (which typically 
can be done through the Bios). Some graphics 
controllers will support multi-monitor 
functionality on Windows98, as Voodoo 3 does. 
You might also check with ATI to see if they can 
provide you with multi-mon capable drivers for 
your graphics controller, that way you could 
actually use both graphics controllers at the same 
time. (assuming you have a second monitor). 


Irecently purchased a Voodoo 3 2000 and I 
got a card that says if Lwant the DVD s/w I 
could send it in,and Ill havethe s/w in 46 
weeks. I have my DVD drive\now and I 
would love to useit with the s/w optimized 
for the Voodoo 3, as the current s/w Ihaveis 
just generic for any video card. I feel the 
Voodoo s/w would make it run much 
smoother. I was wondering if there was any 
place Ican downloadit, orifyou guysicould 
e-mail ittome. Any help will beappreciated. 


Skylar Hays 


A. Nope, you'll have to wnit for it to be delivered, 
SOTTY. yO 


Q. Hello, I have started to read your 
magazine and T have seen a section on- 
Voodoo tech answers. Well, Ihavea question 
that seems to be kinda answered, but not 
really. [have inmy P2-400 a Voodoo Banshee 
and 2 Diamond Monster Voodoo 2 cards in 
SLI mode. These Voodoo 2 cards are PCI 
while the Voodoo Banshee is AGP (if that at 
all matters). Anyway, the SLI is connected to 
the Voodoo Banshee with a cable that plugs 
into the Banshee, then into the Monster SLI, 
then my monitor is plugged into the same 
card as the Banshee. I’m wondering if I’m 
getting all the performance possible from 
both sets of cards or just some kinda mess 
and should get two monitors and run them 
Separate. When reading some questions in 
the articles, some people were asking about 
SLI and the Voodoo Banshee. The answers 
were that they would not SLI together, but I 





think mine is a little different. It’s not quite 
an SLI with a Voodoo 2 card, since I have a 
SLI going with the Diamond Monsters. I 
have tried plugging the monitor into the 
other SLI card but nothing happens, so I 
assume I have it right. Anyway, is this 
working or am I losing the Banshee power 
and only getting the SLI? 


Just wondering, 
William Ryan 


A. Your configuration is fine. You are (probably) 
running all your 3D games on the Voodoo 2 SLI, 
which will outperform your Voodoo Banshee for 
games. Running a Banshee with Voodoo 2 SLI 
does not add any additional performance. 


Q. Willa lot of games take advantage of 32- 
bit textures? How will the Voodoo 3 
compare with the high 183MHZ clock speed 
of the Riva TNT2? I hear from a lot of people 
that they like Nvidia's Riva INT2 more than 
the Voodoo 3. I still like 3D fx better because 
it is more compatible and because I started 
out with it. Will the [Riva TNT2 have 
OpenGL? Glide? How can V3.compete with 
the TNT2 whenit only has 16MB of memory 
and the TNT2 has 32MB? Tjust wanted that 
to be’cleared up. Thai 
4 Paul Wang 
| | 
A. nVidia's Specified rate for the TNT? Ultra isa 
150MHz graphics clock and Diamond's 
Viper770 Ultra (based on the chipset) will ship 
with a 150MHz clock speed. Voodoo 3 3000 has 
@ 166MHz clock speed, while the Voodoo 3 3500 
has a 183MHz clock speed. While many of the 
reviews have been testing “overclocked” TNT2 
products, even “standard clocked” Voodoo 3's 
have been outperforming these TNT2 products. 
3Dfx products are capable of being overclocked, 
50 any reasonable comparison should be between 
an “overclocked” TNT2 against an 


“overclocked” Voodoo 3. Most of the latest web 


reviews have found Voodoo 3 2000's (which run 
at “only” 143 MHz) outperforming TNT2 
Ultra-based products in games. The only 
graphics accelerator that is capable of running 
Glide games is one based on.a 3D fx graphics chip, 
like Voodoo 3. 


Q. I would like to buy the most optimum 
card for gaming graphics possible. I am 
confused as to what the difference is 
between 3Dfx and Riva TNT? Will 3Dfx 
games run with a TNT card? Is it more 
optimal to buy both cards? Can you do that? 
I just purchased a new computer for my 
husband and some games don’t runas well. 
We already have an 8MB Diamond card and 
I would like a card that would add to that. I 
was told that the Voodoo 2 2000 and Voodoo 





FE Pe 
DO YOU HAVE A SDfx RELATED TECHNICAL QUESTION? 


Ask 3D fy 1175 chess drive suite e foster city.ca.84404 mail 





3 3000 were not add -on cards. I’m not sure 
what to do. 


CBel247519 


A. 3Dfx (Glide) games will only run on 3Dfx 
based graphics accelerators, such as Voodoo 3. 
The ultimate gaming graphics accelerator is 
3Dfx's Voodoo 3, which comes in a variety of 
configurations and price points (starting at 
$129). The best card would be a 3Dfx Voodoo 3 
3000 if you have an available AGP slot, and a 
3Dfx Voodoo 3 2000 if you require a PCI card. 


Q. I purchased a Diamond Monster fusion 
board and I downloaded the current drivers 
from the 3dfx web site. Before, I was able to 
use Glide for all my games except NASCAR 
Revolution. Now that I got the current 
drivers, Iam unable to run Glide on any of 
my games but one: NASCAR Revolution! In 
displaysettings/advanced in the Glide 
screen there is a button to enable Glide for 
Voodoo. How can I get that to work? Plus I 
want to know if I can run a second board 
with the Banchee PCI board I have. Please 
email me back as soon as possible 


_ A. Unforunately, some EA titles have a hard time 


Tecognizing Banshee and Voodoo 3 cards as 3dfxc 
devices. Weird, huh? For information on getting 
your EA game running with your Banshee, 
cheake out Banshee know-it-all Bill Ball’s FAQ: 
wurw.billsworkshop.com/Banshee/index.html 


Q.T wanted to know the difference between 
two Voodoo 2 cards running SLI mode 
versus the new Voodoo 3. Money is no object 
when it comes to my computer. I currently 
have a P2 450 with all the bells and whistles. 
T would like to\know if I should upgrade 
again. If the improvement is going to be 
minimal then screw it. I’ll wail for Voodoo 4. 


Steven Kowalczyk 


A. A Voodoo 3 3000 will outperform a Voodoo 2 
SLI configuration, offer higher resolution 
support, higher image quality, integrated 2D/3D 
functionality, the worlds fastest 2D acceleration, 
and free up two slots (as Voodoo 3 3000 isa single 
AGP card, which your current configuration 
would require at least 3 slots). If you're looking 


for the fastest available accelerator, look na 
further. 






Thanks to Tony Tamasi, 3Dfx product marketing 
manager, for taking the time to answer these letters. 
Remember, if you have immediate technical support 
questions, you can post to 3Dfx's technical support 
usenet group, which you can find through the 
company’s web site. You can also go to vodoumnag.comn 
and post questions in our technical support section. 
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é * ++ Over 30 unique environments 
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GT Interactive 
Software 


wivw.gtgames.com 


_ EE” Ine Enver THE UwREAL Worco Now = Download the deino at unreal.gtgames.com 


AVAILABLE NOW! UNREAL MISSION PACK: RETURN TO NA PALI, Compatible with Unreal and Unreal Tournament. 





{or the Best Software, 
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www.unreal.com 
Unreal™ Tournament © 1999 Epic Megagarhes, Inc. All Rights Reserved. Created by Epic Megagames, Inc, in collaboration with Digital Extremes, Published and distributed by GT Interactive Software Corp. GT Is a trademark and the GT logo Is a registered trad | 
‘and the MMX Logo” are trademarks of intel Corporation. All rights reserved, Used with permission, The 3Dfx Interactive logo is A CRC SON Rae Ne Re Meaney an ra Mp ee | 
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are trademarks of Epic Megagames, Inc, Microsoft ® and Windows ® are registered trademarks of Microsoft Corporation, MMX™ 
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Hi Voodoo Gurus.... ome killer Voodoo-accelerated games. Which title are you looking 


be running on Voodoo-equipped computers very soon, and 


i ding release of s 
; od tet ing to get warmed up with the pen ays 
Itmay be hot outside, but inside it’s just starting to g Oo oT eee 


is, it will 
forward to; Quake3 Arena, Unreal Tournament, Diablo 2 or eo 3? ee pee if ee 
rash ‘s you're going to love ‘em! I's going to be a great yea Ex to 
based on inside sneak peeks, you're going to 


sure you are up-to-date on all the best new games. 


Anyway, here's what happening in Voodooland: 


ees eee eee eee 
i itto be, 

Moa alk anticipation and donate over bier eee te aie se a 4 ie 

{5 finally hit the street and starting sellin : 

e ae he Ha A eid stumbles to be fixed with driver updates and game patches. bes 

ofall those a eae who claimed Voodoo's image quality isn’t as good as the es) Nis 

down when they saw Voodoo3's improved 22-bit filtering in action. The 3D games oe st an ; ne mr 

and the 2D desktop is sharp and solid. And that’s only the start! ifyou haven't upgraded yet, chec! 

full Voodoo3 report on page 90 and prepare to be convinced. 


reas a ee holding off on getting a Voodoo 3 until the 3500 model is released are going to have to wait a little longer, but your patience will be rewarded, 
Nose OF yo! 


i i $250 US. It's now called the Voodoo3 3500 “TV”. On this card 
é i 3500, adding a couple more features and they are keeping the cost at c 
nae Pere NRE an aay Aa capture, FM radio with DBX in addition fo V3's on pe : sue very cool to me. The AGP model will be 
ith ani i i ter. one!!! 
available in pert iced By “in ieniniemnotona! Boies one peer? tobe anne . er. a : f 5 E 


ae aie haat packed in with the 3000 and the 3500 models were met with mixed emotions. At first it was a letdown - the two full games (Need For Speed 3 and 


Unreal) included are last year’s games. Unreal Tournament wasn't finished in time, so there's a oe to send in . oF it we its sy a Noli ig on i shipping 
f ' ike it won’ i ime ii i 3 is 5 levels plus a training level, which is abou 
id handling), which now looks like it won't be until sometime in the late summer. The version of Descent 
caine, ee Bent caused an initial disappointment for some, but then the realization: NFS3 and Unreal look and play wonderful on Voodoo 3, ff wi eC 
time fo rediscover them (especially if you've never played them)? And when | first started playing Descent 3, | was convinced that this could quite possibly be i e ;. 
action game of the year, and maybe of all-time! Stunning is the only word I can think of. This “first-look” alone makes a great pack-in and will convince you i uy the 
full retail game (it did for me). So after the initial letdown of no Unreal Tournament (despite what the label on the packed-in Unreal disk says) and replaying old games, 
ittumns a this is are nice bundle et ole Sue to get a ee A 2 : . se 3 4 > 
10 MILLION CHIPS 
3dfx passes along some pretty impressive news... This April, 3dfx Interactive shipped its 10 millionth chip. Not bad for a couple 
years of work! Michael Howse, senior vice president of worldwide marketing for 3dfx, says “Because we are now focusing on a 
broader consumer marketin addition to the 3D game space, we expect to continue hitting these milestones at an accelerated pace.” 
Included in those 10 million chips is the smash hit Voodoo 3 line of cards, The three V3 models held the top three sales positions for 
video cards for the month of April and they weren't even out for the full month! 3dfx outsold their nearest competitor, ATI, by 450 
percent in units and 1,200 percentin revenues. Keep on rollin’ guys! 
o_o ee oss ss es ess 
i a7 VOODOO 3 COOLING 
Judging by the massive heat sink on the 3000 model, the Voodoo 3's are kicking out some serious heat. And as in the past, TennMax 
5, has risen to the challenge to keep your computer cool, whether you are an overclocker or not. I’ve tested out one of the new Stealth V3 


coolers, and although I don’t recommend overclocking, | gota Voodoo 3 3000 rocking at 180MHz (default is 166) for long stretches of 


gameplay with only an occasional lock-up. Backing down to 178 was smooth sailing with one of these puppies. For more info, head to 
the TennMax website at: 


4 hitp://www.tennmax.com/voodoo3/stealth_v3, him 


ee ee ee | Oe oe 
COOLING part 2 
The “Super Slot Fan” from 3D Cool is a different method for cooling any video card. It doesn’t touch the Voodoo 3 or any other card that 


produces heat, it simply installs in an adjacent slot and it sucks the hot air out the back of your computer. | didn’t have one of these to test 
before we went fo press so | don’t know if its better than TennMax's solution or not, but if you are concerned about air circulation in your > \¢ 


computer and have a free slot its something to consider. A power- r could use both of th i i 
Sees FS ad veruser coud use both of these cooling methods for optimal performance! 
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Spanning the globe for the latest 3Dfx newa. 
EXTREME WING CHUN VR 


Zen Tao Interactive, based in Montreal, is looking to put themselves on the map with some great new sofware that you can use with your 3dfx accelerator card. Everyone 


loves Martial Arts, and Zen Tao are presenting the real thing on your PC like never before. Their program uses Epic’s visually stunning Unreal Engine to bring real-time 
martial arts instructions to your home. “Extreme Wing Chun VR,” the first in a series of four VR raining applications being developed for gamers and martial artists 
alike, is rumored to be the ultimate training foo! for the aspiring enthusiast, 


Want to fae more? Check out our March interview with Zen Tao Interactive’s CEO Alex “Cybermind” Redman online at: hitp://vww.voodoomag.com/vr99/ 
march999.him 


TALON 


You've seen the ads for Falcon Northwest and if you are like me you've drooled over the thought of owning a Mach V, the “Holy Grail” of gaming 
computers. Recently, Falcon Northwest has announced a new line of killer gaming rigs - the Talon. Of course, a pre-built Talon computer is a high- 
end system (like its custom-made Mach V big brother), but the guts for this one have been designed by 3dfx. Those “guts” include Voodoo 3 
graphics and A3D sound directly on the motherboard, According fo Falcon NW’s president Kelt Reeves “Talon will deliver a truly unique 
combination of world-class graphics, cutting-edge audio, and excellent expandability. And with the reliability and quality that comes with the 3dfx 
brand, we expect gamers to flack to Talon.” Stop by Peter Hamel's Falcon fan site at hitp://members.tripod.com/~Vincent_Vega/index-2.himl 
for more info, including a full interview with Mr. Reeves. The Talon line is slated fo start shipping in Jul 
Ss ee eee ee 
(ACO I Di) «DEMOS: 
We) From out of nowhere comes a first person shooter from 3DO that might not do anything that other games haven't done before, but does it all very 
: well. Requiem: Avenging Angel has greatgraphics, wicked action and a pretty wild storyline. The review on page 70 might not overwhelm you, but 
alot of players have been praising this as one of their favorite fitles lately, so be sure to give the demoa try at: 
hifp://www.3do.com/requiem/ 
a eee ee eee ee oo 
Sierra On-line has been taking some punches lately (like that bit about Football Pro ‘99 last ‘year...ouch!), __ = 
but with Tribes and now Starsiege they prove that they call really kick out some impressivetitles. Starsiege {iff 
has great graphics and art, intense in-your-face battles, and of course giant robots! Do you need anything 
else ina game? | highly recommend the downloading the demo if you haven't tried this one yet: 
hitp://www.sierra.com/< ix/starsiege/ 
ee eee ee es ee 
IF you are craving some on-line action then be sure to check out Daikatana. This early 
butitturns outthis offen-delayed game might be a blast. Yes, 
check out the demo for yourself and you might get hooked. 
hitp://www.dail .com/ 
See eee eee eso ee 


... WEBSITES 


Watch on-line for a new website from 3d fx specifically for gamers, which will officially launch in July. 3afx Gamers will highlight things like 3dfx product info, message 
boards on hot game topics, online chat sessions with 3dfx founders, and sneak previews of games, as well as a bunch of 3dfx merchandise. I’s not 
the awesome work that fan sites such as Voodoo Exireme (hifp://www. 
“official” place for Voodoo gamers to hang out. See ya there! 


version is only playable over M-player, 
its arehash of Doom, Quake, etc, butits a fun one. Don'tlisten to non-gaming press or rumors, 


going to replace 
com) have been doing all these years (Billy way rocks|), but it will make a nice 


eee ee eee ee 
Ifyou want to check out the latest in computer gear or how fo overclock them, be sure fo bookmark Dave Altavilla’s “HotHarcWware” jpltjaaea 
site. Whether its motherboards, video cards, hard-drives, cases, you name it... htip://wwww. COM, tl. le iaiivare | 
lOuakeci hake City hoe reeshol ELH Oea GE, a — re 
taming Notwork Quake City has received a facelift and its kicking booly. I's a feast of Quake-related info with interviews, editorials, give-aways, and of course .plan 
updates. Check out the article on “writing in games”... GREAT work guys! hifp://www.quakecity.net/ 


That's the news for this issue. Did | miss anything? If you have something you would like to be including in the column or the newsletter, please drop me a line at 


.com and let me know what's up at your end of the woods. I would love fo hear from ya! 


Until next time. KEEP ON VOODOO|NG! eDave 


If you want the most up-to-date Voodoo news, be sure to subscribe to the Voodoo Review 
voodooreview-on@mail-list. 


newsletter. It’s free, it’s safe, and it’s easy. Send a blank e-mail to ve 
and Jes set. 
°/ wwe 


-list.com 
For more information about the newsletter, point your browser to: 
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BACK IN 1995, DESCENT SET THE STANDARD FOR MULTIPLAYER GAMING. IT WAS THE FIRST CAME OF IT’S KIND TO ALLOW MORE 

THAN 4 PLAYERS TO BATTLE ONLINE IN 360° 83D DEATHMATCI NUING THE TRADITION, DESCENT 3’S MULTIPLAYER 
3S THE EXPERIENCE TO A NEW LEVEL. FOR THE LAUNCH OF DESC 3, WE ARE LOOKING FOR THE WORLD'S BEST 

DESCENT PILOT, WITH A GRAND PRIZE OF $50,000 CASH AND THE ULTIMATE GAMING PC FROM GATEWay™, 










need it. 


Do You THINK YOU HAVE WHAT IT TAKES? 


FOR MORE DETAILED INFORMATION AND TO REGISTER 
VISIT WWW. INTERPLAY.COM/DESCENTS/FTOUR.HTML 
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Sao ‘ Desa bs Multiplayer Tip #3 
owt ee) with a home, ” = IN Use Vauss as much as possible in outdoor battles so you can 
ery keep a good distance from your opponent. Use Napalm indoors 






“1 #9 whenever possible and use super lasers against opponents in 
rain ane players into small tunnels since the lasers are harder to avoid. 

traps. Players have a tendency to 

back off from napalm bursts (with 

good reason). Herd them into a 

wall or corner and launch a frag 

. : : missile into the wall next to them. 

ACTUAL AUTOMAP — POLARIS ANY The result is quick death for your 
Wh) opponent 
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Voodoo Rush, Voodoo Banshee and Voodoo2 are trademarks and/or tere lemarks of 3DIx 
interactive, inc. in tha USA and in other select countries. All rights reserved. 
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Me uttheir upcoming titles for 1999 and 2000. . -_ 


al Anvilland checked’o 


ancer Conquest: Frontier Wars and Loose Gannon. 


trecently tooka trip out to Digit F 


vedime itles in development - Star! ase while Starlancer, 
ee et CU ae ars and eas Cannon are both slated for early 2000 release 
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will handle worldwide sales, distribution and marketing! " 
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Sincejits founding in 1998, Digital Anvil has managed to attract some of the best talent in the 
software; animation and film industries, including Producer/Director Tony Zurovec and 
Producer/Director Erin Roberts. As Chairman of Digital Anvil, Chris has assembled a strong 
business team as well. Twenty-year game industry veteran Marten Davies is the President 
and Craig:Cox; mostirecently vice president and chief financial officer for Philips Media, is 
chief financiallofficer for Digital Anvil. Currently Digital Anvil has a staff of over 70, com: 
prised of experiencedigame designers, programmers and artists. 


=— 
Developed in conjunction with Warthog in England, 
Starlancer;combines the action of first-person space com- 
bat\with thedramajand/intriguejof a classic air combat 
movie. The mission structure of the game is designed to 
challenge players and enhance the storylines. Players’ indi- 
vidual accomplishments will affect how the'game pro- 
gresses andjaffect the game's mission structure through 
branching missions. The game's producer is Chris Roberts’ 
brother, ‘Erin’ Roberts. Erin has worked on Strike 
Commander and was the Producerof Privateer Il: The 
Darkening. 


I spoke'with)Eric Peterson, Director’of Operations/and 
Associate Producer for Starlancer. Eric gave great insight 
into the gameanda brief history of the events that encom- 
pass the story of Starlancer. 


“When we started development of Starlancer, we wanted 
totake the Cold War from the 1950s and “60s and sort of 
implementitiinto the future. You have Russia, China and 
the Saudis on one side) the newly formed Eastern 
Coalition, and, onthe Western Alliance side, you have the 
United States, Great| Britainy Germany, Japan, France, 
Spain-and Italy. Basically, you have the Axis vs. Allies from 
the Cold War. 


“The/game takes place 150 years in the future, Earth\is 
overcrowded and all powers are carrying out an aggressive 
colonization program of the Solar System, The Western 
Alliance, dueto their stiperior technology, is winning this 
race: The/Alliance|has bases everywhere and iis present 














throughout the solar system: The Coalition) inia desperate 
strikelreminiscent/ofiPear! Harbor, creates asecretiforce 
and wipes‘outlyour Command Center-and takes the lead 
inthe technological race. The Western Alliance, now short 
of supplies and|troops, makes a final stand against what 
seem insurmountable odds. 


“The player/players are part of a newly formed squadron, 
the 45th Volunteers squadron. The 45th is made up of 
retired pilots, commercial aviators, police and other-vol- 
unteers all with some degree of flight skill. Because oftheir 
backgrounds, the elitist Alliance Fighter Squadrons look 
down on the 45th. Inithetr eyes, the 45th are merely there 
tomake up the numbers. The 45th will have to prove them- 
selves. They are hindered by not only obsolete equipment, 
but they are also given the worst missions. Players will 
have to) earn) the respect of other Alliance Fighter 
Squadrons during the course of the game.” 


The cool thing about Starlancer'is that players participate 
in'an interactive environment, anjactual living universe. 
Players are able to walk around the ship, their bunkroom 
and other areas. The player starts the game in their 
bunkroom where you can access the intelligence com- 
puter, an integral part of Starlancer. This is where you get 
information about yourself (stats, kill ratio, etc) and the 
enemies you encounter. Not only can players get debriefed 
on their performance during a particular mission, they can 
see how other members of the team are doing, You can 
also\check up on the Coalition and see what they have 
beeniplanning: The Bunk Room has.a simulator pod where 





— 
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ae 
players can test fly certain ships thatihey may not have 
access to yet. The great thing about havingia.constant liv- 
ing/environment is that players can interact with other, 
members of the crew. Crew members may salute you 
depending on what rank you are and sometimeswwill praise 
you for a job well done on a mission: So dependingion 
how you are doing.in the game, the people will react 
accordingly. 





Starlanceriwill have over 28 single-playerand cooperative 
missions. Missions will range from search-and destroy to 
basic escort missions, Therewill be missions where play- 
ers havea specificthing to destroy, likea communications 
tower or aimining base. Chrisstates “We want people to 
play the missions together with frrends, What's great about 
games like Rainbow Sixiis that you can work witha group 
of your buddies and take out'a bunch of terrorists. That is 
something that hasn‘freally been attempted in\this genre. 
Of course; this games going to have better looking graph- 
ies and'more detailed missrons than'the competition, but 
Onitopiof that, it is going to have the cooperative multi- 
player aspect where players can play throughithe game 
with friends. That is the main focus of Starlancer.” 


Graphically, Starlancer is brilliant. Players will be able to 
play the gameiin 1024'X 768 with 16-bit color. The digital 
effects team, which created|the special effects for the 
movie Wing Commander, will be creating the cinematics 
for Starlancer. There will also'be over 25 minutes of 
Hollywood quality full-motion video cinematics, The flight 
engine’ exceptional, with fluid framerates and spectacu- 
larspecial and lighting effects. Starlancer is shaping up to 
bean incredible looking space combat game. 





Being fans of real-time:strategy, Chris Roberts and his 
team wanted to create the ultimate in real-time ae 
gy. “We would play Command and Conquer and 
Starcratt until’ four in the morning here, says Dan 
Orzulak, Game Designer for 
Conquest: Frontier Wars. 
“We are all very competitive 
here and some of our battles 
scem like they last for days.” 


One thing is quite apparent 
here at Digital Anvil. 
Everyone has passion, from 
the artists to the designers to 
upper management! Every 
member of Roberts’ staff are 
hardcore pamers, especially 
Orzulak, “We are currently 
playing Tribes and we have 
our own server up..| am con- 
fident that we (Digital Anvil) 
can lake on anybody out 
there. remember we played 
this puy from Microsoft, His 
screen name was School Bus: 
Hewould always say ihrareal 
cocky way, ‘Imihere totake 
you all to school” DA 
crushed him and he..eh, 
Well, lets just say that! the 
school bus never arrived.” 


maRS 





Dan has aniinfectious enthu: 
siasm and) his passion for 
games shines through when 
OMIT S CUOMO Tete 
Frontier Wars. “Wevanted to 
createa 3D real-time strategy, 
game unlike any other, Conquest offers the player a 
lully 3D look into space, much like what Homeworld 
isselting out to do, but we're doing it beter. From what 
Thave seen, Homeworld can get tedious with so many 
mouse clicks to move your units. It’s much more 
streamlined in Conquest and with justiaifew clicks of 
the mouse and you're ready to-do battle, 


FRONTLIER 





“The main focus of this game is fleet’combat. Players 
control one of fourraces and you must build up your 
forces and conquer other planets and defeat your ene- 
mies. Everything is peared to one resource which is 
money, but there four types of resources; radioactives, 
crystals, organics and metals, And clepencling on which 
race you are in the game, you will ect bonuses for cer- 





in minerals. “Suppose you're playing as Terrans. You 
a Be oki nreioacves while ifl re . 
the Mantis, I would look for organics: If Iifind any 
radioactives, | would want to give those (0 you so i 
would getimore money out of it and then you a i 
trade it back. This is one way we are building teamplay 


in Conquest.” 


Players can alsoamass wealth by mining planets of et 
natural resources and raw materials. You can even maxe 
money {rom salvaging floating dlebris in space aftera 
heated battle. More cash means better ships, stronger 
defense systems and more productive factories. 
Additionally, you will be able to trade with atlvanced 
civilizations to obtain “artifacts,” which will help in the 
war effort. 


In Conquest: Frontier Wars, there is a heavy emphasis 
on Fleet Admirals. Players place their fleet under the 
watchful eye of a Fleet Admiral who is able to 
autonomously attack, defend and raid (i 
enemy’ star: systems, Dipital Anvil is // 
working on complex Al/routines, where 





















the FleetAdmirals who survive interstel: 
lar conflicts actually leam and improve 
from their experience and rise in rank, 
learning more complex tactics on their own. Players 
Can jump inanytime and takeover command) but with 
16 different systems (equivalentito 16 Command and 
Conquer maps put togelhen), players need to pul'some 
responsibility on their Fleet Admirals, Players can have 
Upto six Fleet Admirals in one pame. The cool thing 
about Feet Admirals isthati you senda fleetintoa sys: 
tem thal yourenot watching overal the moment OU 
Fleet Admiral will automatically take‘outany enemy 


forces, rebuild his flect if necessary and eve : 


debris after the fight. aly 


ay 
Chris Roberts further elaborates on this point « 
you hatein RTS games where you have abunch of tony 
just standing around doing nothing and then i 
enemy unit comes along and lures them over jg ‘ On 
where they just get blasted away? We wanteg re yy 
away {rom thal and give these Fleet Admirals incre. 
intelligence. Thatis what Conquest is all abou“ 
Conquest: Frontier Wars has a definite supply Stale 
involved with the game. Combat vessels in the - 
havea limited amount of supplies. Whenever mie 
is initiated, these supplies begin to decrease, anilvhe 
these supplies are depleted, the ships fiphy ay - 
impaired level until resupplied. This adds anoi, 
dimension to RTS games, since the player has ty Dhan 
all attacks and defenses and watch his supplies clos, 


The graphics in Conquest: Frontiy 
Wars are truly mesmerizing and th, 
amountof detail is astounding, Digit) 
Anvil didn’t forget the little effects thy 
makesucha big difference. For exam. 
ple, on the big carier ships in 
7 Conquest, you|can actually sce the 

turrets on the side swing from side 
side asithey fire on enemies. Ships are going to haw 
engine trails and Certain weapons, such as missiles, will 
have trails as well! When players are constructing ships 
they don'tjust appear like they doin other RTS game. 
Players will'see little worker ships flying busily around 
building each individual’ship: Presently, the games 
running in 640X480 with 16-bit{color, but Roberts wil 
be boosting this up toi1024X768 for the final version. 


Other key features of the game include 

forty different types of space ships 
from) fighters and) carriers: to space 
marines and ground bombardment 
ships for planetary invasions. Theres 
one hour of In-Game Vile 
Communications. Full'sounc-efiect 
music, and speech support for aclde! 
realism and/a\dynamically-changing galaxy - with di- 
ferences in the number of planets, the number of jum 
points between systems, and the number of space hi 
ards suchas asteroids and black holes. Players will ge 
video communications from commanders of shipsan! 
planets, to keep the player updated on battle. 


Bottom Line= Homeworld should watch out for this 
one: 


Set in the future, Loose Cannon is a next-generation 
action/adventure game that combines mercenary- 
slyleactionion footand in vehicles. Players take on 
the role ofAshe and advance across a crime-infest- 
ed United States in|pursuit of Bishop, the leader of 
acriminal’syndicate that has sprung up in the wake 
of thenation’s economic collapse. As a mercenary, 
the player'is faced with a broad range of choices, 
including which missions to accept and whether to 
proceed on foot or in one of 15 customized vehi- 
cles. Loose Cannon features more than 20 intri- 
cately designed mandatory missions and numerous 
semi-scripted ones. These missions range from 
reconnaissance, hostage rescues, transportation 
and assassinations. 


The producer for Loose! Cannon is Tony Zurovec. 
Tony's range of experience in theiindustry is most 
impressive: When he was al Origin, he was a\pro- 
prammer for Ultima Vilfand\was}lead programmer 
for Ultima VIII His strong desire to 
create a) new product line!and Aas 
promising track record enabled van 
him to convince Origin) toigive |mer = 
himithe financial backing\tojpur- 

suela project of his own/design. 

That| project was Crusader: No 

Remorse. He acted as both 
Director and|Lead/Programmer for the game. He 
also produced and directed the sequel, Crusader: 
No Regrelias well. 


Tosetithe record straight, Loose Cannons not a car- 
combat game. A lot of people who have seen Loose 
Gannonjthink it’s an Interstate 76 type of game. 
Well, itsinot. As Tony Zurovec explains, “Although 
the game is linear and has a strict 
mission structure, we wanted to 
give the player an incredible 
amount of freedom. There are 
huge worlds to explore and there 
are numerous sub-missions inter- 
twined withthe main ones so the 
player canidecide if he wants to 
lake on some quick missions for 
some fast cash. Your character is a bounty hunter so 
al/any/given moment, you can change what mis- 
sions you want'to do. and how you want to go about 
doing it. We leave that totally up to the player. 


“There is'a mission in the game where you have to 
infiltratean enemy stronghold and you havea crap- 
py ar to'start. So what the player would do is to 





















complete some easy missions, get some cash and 
then go out and buy a better vehicle, better 
weapons, maybe armor, Anything they would need 
tomake the mission succeed. From there, the play- 
er would execute the mission any way they see fit. 
They could go in with guns blazing and take out as 
many enemies as they can or they can go the care- 
ful route and plan an attack on the base. It's totally 
up to the player. There is no right or wrong way to 
complete the missions. Sort of like Metal Gear or 
Rainbow Six.” 


Loose Cannon will feature 15 customizable vehi- 
cles with over 14 weapons to choose from. While 
you're on foot, players will have access to armor, 
bullet-proof vests and over 9 weapons. Weapons 
include sniper rifles, rocket launchers, Uzi machine 
guns, etc. There are nine massive city maps and 
nine countryside areas. Theicool thing about Loose 
Cannon is that the game is ajliving environment. 
The time of day changes, streetlights 
come on wheniit's dark; ete. When dri- 
ving around theicities, pedestrians\will 


get out of your way and there is evena 
working police force. 


“You can be driving along and hear on the 
police radio that there is a robbery in progress and 
any available units please respond. You can either 
respond and help them out or just keep driving. 
Later you might see the getaway car whiz by you 
and see two cop cars chasing after it. If you then 
decide to help out the cops, you can chase down 
the bad guys and collect the reward money. We 
want to give the player that kind of freedom.” 


The graphics in Loose Cannon, as with every Digital 
Anvil game we've seen, are top-notch. The textures 
and shading on city buildings and environments are 
total eye candy. Even the animations for Ashe are 
extremely smooth. There is even an animation of 
Ashe getting in and 
out of a particular 
Metta Mal exe tntes 
games where you 
click to get out and, 
then your character 
magically appears 
next to the vehicle 
and then click to go 
inside and your 
character disappears 
intothe car. The real- 
timellighting effects 
further enhance the 
gameplay —_ world 
making it more real- 
istic. 

































Loose Cannon has a 
simple-to-use inter- 
face which will 
ensure anyone can 
jump inand play the 
game. The game is 
structured so that in 
the earlier mis- 
sions,players get 
acquainted with the 
games controls and 
with the tools they 
will need for later 
missions. 


Without a doubt, DigitalAnvillhasa killer lineup of 
games. No question: Each of the three games - 
Starlancer, Conquest: Frontier Wars and Loose 
Cannon, have their own uniqueness and style that 
make them all titles worth waiting for. With Chris 
Roberts’ proven track record in computer games 
and having such a talented team at Digital Anvil, 
their games are surely destined for greatness. 
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a buzz when it first arrived at the 
much from Tom Clancy's 
ith the product. Rainbow 


Aas 


Rainbow 6 created quite a buz 
Voodoo oifices. We weren't pune t 
vame team, butboy were we shocked W' : 
At oe take itt award for Strategy Game of the Year, a a 
itrichly deserved. Although we were disappointed in ne re : 
expansion pack, Eagle Watch (amazing levels, pun ys so 
them), we have very high hopes for Rogue Spear, the true ar 
to Rainbow 6, Carl Schnurr, producer and lead aa oO i 
new game, took some time from his busy pre-E3 schedule to ta 
a Rogue Spear. =) 
cae will be quite different, as the font ue 
action will take place in Europe, the CIS, and Russia (including 
Siberia). We've tried to come up with a good mix of are i 
Rogue Spear, although certainly we have a number oO hostage 
rescue situations, we've created many additional scenarios we 
hope that players will find enjoyable! In fact, some of ihe a 
involve using the same spaces In two different Ways ihe 
different times of the year (weather effects will come into play 
here), For example, you may have a mission in which you have to 
plant bugs for surveillance, and then return to this same location 
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a few missions later and perform an assault, or possibly a hostage rescue. 
“The controls are essentially the same as in the original game, but we tried 
to make them easier and more efficient to use. Basically, we looked at every 
aspect of the planning interface and reworked it based on our experience with 
R6. We now rely less on text commands and more on graphical representations. 
We've also added a help-text bar to describe the function of any button you roll 
over — this should go a long way towards helping users new to the game. 
“We are including snipers, special weapons for snipers, and special 
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commands to control them. You can 
enforce your ‘snipers lly 
multiplayer sessions using the new 
server controlled kit restrictions. 
There will be more open areas and 
specifically designed places within 
some missions that we think players 


i joy vith their snipers.” 
ill really enjoy using with thei 4 
es "You'll its beable to lean around corners and get a quick 


f i Ne feel like this will really help out 
i ntering an area. We tee really ) 
view before e ig cinbow Si coinitet 


i : ing that the R 
‘ith gameplay. It’s something t W Si 
aed for, ae wanted to deliver as many of their suggestions 
ee possible. We're also adding new weapons (of course), and 



















some different types of ammo, including full-metal jacket rounds, as well 
as hollow points. We're also adding some shotgun effects, as our experts 
in the field have told us ‘We use shotguns all the time in hostage 
situations.’ We've also completely reworked the moditiers for the 
targeting reticule so that there are more tradeoffs between the various 
weapons. There are now definite reasons to choose each of the weapons 
in Rogue Spear. . 

“We used the core engine of Rainbow Six as a foundation for the sequel, 
with two major exceptions, one of these being graphics. We completely 
reworked the graphics, with a new renderer. Graphically, if users thought the 
levels in Eagle Watch were amazing, wait ‘til they see Rogue Spear. The addition 
of darkmaps, coupled with the increased knowledge base of our level 
production team, means the levels look stunning, And that’s without 
mentioning the myriad small graphical effects, like rain, footsteps and snow. — 

“The replay feature allows the viewer to watch from the perspective of 
any team member on the team and, if time allows, from the perspective of 
hostages and terrorists as well. Movies can be passed around from person to 
person on the internet. We are also including a different camera mode this time, 
a third-person cinematic camera that tracks the teams from corners of rooms 
they're passing through. The mission editor will allow users to alter existing 
missions by changing everything in the game except for basic geometry and 
textures, We really didn’t want people to be able to create maps or spaces that 
aren't really up to the quality that people have come to expect with the R6 
brand. 

“The Al has been completely overhauled. | would characterize the Al as 
being much more ‘human. Terrorists startle when they see a dead body. When 
they're bored, they act bored. They no longer have inhumanly fast reaction 
limes, Or react to noises by charging into danger. Hostages move like they're 
scared, They can panic and run directly into your team’s line of fire if you're 
unlucky, Team members are much smarter as well. They don’t get stuck 
anymore, and you can give them commands on the fly in the action phase. Let's 
just say that | expect players will be very, very pleased with both the things we've 
kept and the things we've reworked.” 


We cannot wait. Rogue Spear is expected to make a breach entry into 
stores in late Fall. 
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Asyou'veno doubt come to realize, we're big fans of the burgeoning 
online RPG scene, especially where it concerns 3D acceleration. EverQuest 
gtill continues to take up a good deal of productivity time (although we've 
managed to slowly come back to reality), but we're currently looking for- 


ward to Microsoft's Gaming Zone multiplayer madness, Asheron's Call, 

Dereth, the island world of Asheron's Call, is approximately 24 miles 
by 24 miles, which, we are told, is nearly half the size of Rhode Island. This 
factwould be much more impressive if anyone had actually been to Rhode 
\sland, but since it is a state in our Glorious Union, it can’t be all bad (unlike 
parts of Canada and most of France). 

Players can create visually unique characters by choosing from three 
“heritage groups,” while customizing your features, skin tone, hairstyle, even 
eye and hair color from hundreds of choices. You'll be able to design and 
display your own heraldic symbol to further stylize your character. 

To help with the role playing aspect of the game, Turbine is building 
a\whole series of body language emotes, which will be acted out on screen, 
EQhad a few emotes that were reflected by the model (wave, cheer, dance), 
but Asheron's Call will have many more, including crying, clapping, beck- 
oning, shrugging and the ability to smack your own head like a medieval 
Homer Simpson. 

Of course there’s going to 
be plenty of magic to keep all 
you pointy-hats happy. Spells are 
formed by combining magical 
powders, amulets, herbs and 
words of power in a sort of mod- 
ular system that will allow tricky 
mages to effectively create their 
own spells. In fact, the fewer peo- 


ABUMIN 


ts been awhile since we've seen a game that has come even close 
totouching X-Com's legacy (we won't count the other, lamer X-Com games 
that have since followed), but Eidos and Hothouse Creations have theireye 
on that prize with Abomination, their 3D real-time strategy game. 
nstead of an alien menace from beyond the stars, Abomination’s 
threats come from an evil of Cthulu-like proportions (go read H. P. Love- 
craft's “At The Mouth Of Madness” if you don’t understand the reference) 
sneaking up from below the surface. A deadly plague has swept the Conti- 
nental United States, doing the microbiological shim-sham on the hapless 
Populace. In the resulting chaos and lunacy (like what would happen ifthe 
Phantom Menace had sucked), a dangerous cult of wackos, the Faithful, 
afise to preach Armageddon and the end of man and to generally misbe- 
have with guns and explosives. Naturally, it turns out that the cult is oper- 
ating in cahoots with the aforementioned horror, the Brood, who are 
harvesting living creatures and assimilating them in an unpleasant 
Borp/Microsoft kinda Way. 

Tocombat this, an eight man squad of genetically augmented covert 
Operations specialists set out to halt the Faithful before their nastiness can 
Spread outside of the city. This is where you come in. You control your squad 
offour soldiers in a real-time, 3D accelerated update to the style of gaming 
that X-Com spawned, Each character has four skills — reaction, accuracy, 
Weapons skills and genetic abilities — that can be modified as you spend 
lime and money on them. You will need to mold your group to fit the needs 
of the missions, which begin on the streets of your city and will eventually 
take you to the subterranean depths of the Brood’ lair. 

Like X-Com, each time you play Abomination will be very different. 
The city will be created randomly when you begin a game. All the quests, 
Missions and tactical environments are also generated randomly froma list 
Of 200 possible missions, As hot spots of activity flare up, you'll have to 
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ple that know a spell, the greater the power that spell will have. 

The most unusual feature to the gameis the Allegiance system. Play- 
ers Can swear fealty to one another, thereby protecting themselves and form 
ing groups with serious social structure. As you gain followers, your prestige 
grows, starting from the basic “yeoman’ titleand eventually working all the 
Way up to high king or high queen, This system is designed to encourage 
experienced players to interact with newbies, 

If you're wondering what types of classes are available, don’t hother. 
Turbine does not believe in forcing players down the limited pathway of one 
type of class. There are over thirty skilles in the game, which you pick and 
choose from as you gain experience. Some are magic-related, some are 
combat, some are trade-based. Everyone has access to the same skills; how 
you put them together and develop them is entirely up to the type of char- 
acter you wantto play. There are basic “professions” to select when starting 
your character, but those act as templates more than set classes. 


Asheron's Call is currently slated for release this Fall, but you know 
how these things go. 
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move your team to the areas of the city to 
respond, fighting in the streets of urban neigh- 
borhoods, inside factories and mills and in sew- 

ers full of glowing glop. 

Character models are fully texture-mapped, light sourced 3D mod- 
els placed on a pre-rendered 2D background. A 16-bit Z-buffer places the 
characters on the 2D tiles and tracks their movements to keep the illusion 
of 3D consistent. Abomination has an extremely colorful look to it, like a 
fast-paced, violent comic book. 3D acceleration is applied to the charac- 
ters and is used to create the cunshots, laser beams, glows and explosions 
thatare part of the gameplay. Parts of the scenery are interactive as well, 
so you'll be able to direct your fire towards a car that may be hiding some 
Zombies and blow it up, taking out the sneaky devils before they have a 
chance to zap you. Abomination will run in Glide and D3D and will have 
optimizations for AMD's 3Dnovw! and Pentium Ill's SSE, 

Abomination looks mighty tasty and we're looking fonvard to see- 
ing the final product when it’s released this Fall. 
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Welast checked in with Dungeon Keeper 2 back in ee 
issue of Voodoo, when we were under the mistaken cee t ; 
game was going to ship sometime in the dead of Winter (whiel ie 
have been more appropriate, considering the theme ofthe ie ste 
itsbeen awhile —and the release date has slipped some —we "8 : 
that weld return to the dark depths of Bullfrog’s “evil simulator” to bring 

an updated look. 
ce Ae a battle that lasted decades, King Reginald finally restored 
the good land of Harmonia toa peaceful state. He entrusted a ne of 
magical Portal Gems to his bravest and most trusted Knights, t tes 
scattered the knights across his realm. Your job, as the evil, ve 
Dungeon Keeper, is to conquer the knights’ realms, claim the Portal 
Gems for yourselfand open up apit to thestinking, creepy Underworld. 

In DK2, your horned reaper demon has, become much more 
important and is now a singular character, rather than just a generic 
series of demons. Homy is the only creature trong enough to handle the 
Portal Gems ands also ultimately the key to winning the game. Horny 
will havea distinct, unpleasant personality that grows more and more 
arrogantas he gains more power. He also will become harder to Keep in 
check as his strength grows, requiring a lot more cajoling and bribery 
than the first game. 

In the first game, you had the ability to possess any and all of the 
creatures under your command and to take control of them in first- 
person. The implementation wasn't as good as the idea, so Bulltrog has 
spent time to make sure that the first person mode in the new game is 
much more playable and fun. Additionally, creatures will have new 
powers that can only be used from the first-person mode, For example, 
the dark elf has a sniper mode in first-person, which allows you to zoom 
in and nail baddies from a distance. New monsters include the Dark 





Inthese days of “murder simulators,” fighting games and real-time strategy 
Warfare, there are very few games that are fun in a non-violent, positive way. We 
Gon tseea whole lot of games that make us smile, (unless you count that evil grin 
You get when \ou slaughter someone in a particularly satisfying way online), 
Hasbro Interactive's Rollercoaster Tycoon was one of those games, even though 
itwasn't 3D accelerated. \We spent alot of time building rollercoasters, leaning 
up barf and making our customers happy (while separating them from their cash 
in wholesome ways), When EA told us that they were bringing us anew, 3D 
accelerated Theme Park, wesmiled. And not the evil kind, 

Admitit, even if you consider yourself a crusty old gamer who has seen 
and done it all, the word “Disneyland” still makes you al giddy inside. Who 
doesn't love a good theme park? Building one to suit your own particular desires 
iseven cooler, especially when i as easy as pointing and clicking. 
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i ; Angels, Rogues, Trolls and Salamanders. 
Elves, eee i longer walk through each other, which makes it 
both easier and harder to defend your dungeon from incoming heroes 
orother dungeon keeper's minions. Also, creatures will be temporarily 
stunned when dropped into a new area, so gone are the days of the “grab 
and drop” battles that we sa\ In the original. Monsters also have 
individual combat styles, from flankers to blockers, blitzers to supporters, 
There's also a new “Tamagotchi”-style mode of playing, called My 
Pet Dungeon. This mode allows thoughtful keepers to Brow their 
dungeon and concentrate on keeping it running smoothly without 
having to worry about time, resources or invaders, This new mode gives 
the player the ability to expand, explore and explode all the various 
aspects of dungeon creation. 
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Theme Park World offers four different 
environments to choose as the basis of your park. 
Each environment will have its own type of rides and 
attractions to build, which will keep you from burning out early on the game. 
You'll have plenty of rides to research, including log rides, spinning tea cups, 
Merry-go-rounds, Ferris Wheels and bumper cars. 

Rollercoasters remain the key element to Theme Park World, since they're 
usvally the key attraction of any good magical kingdom. Since this gameis all 3D 
now, you'll be able to actually get on your coaster and ride around in a first-person 
perspective, enjoying your creations as never before. You'll also be able to walk 
through your park in first-person, enjoying the fruits of your labors from a peon- 
eye view. 

The only downside to running a theme park is keeping the fickle, dopey 
and nauseous guests happy. You'll need to keep a close eye on your patrons, 
making sure that they're having the maximum amount of fun while spending as 
much money as possible. You'll also have to hire on a staff of mechanics, 
groundskeepers, security guards and entertainers to fix broken rides, sweep the 
walkways, keep the peace and occupy the kids, 

__ Thete'salso going to be a number of internetrelated things you'll be able 
todo with Theme Park World. You'll be able to download other people's parks to 
see how they/re doing things and then shoot your own park up to Bullirog’s web 
site. You'll even be able to take postcards from your park and send them to others 
Via email. Kooky, but cute, ¥ 
e {Theme pa iSanywhere closeto thekind ofsilly, happy fun ofthe 

game (or Rollercoaster Tycoon), we'll be pleased as punch to sit in front of 
Our computers for days on end, spinning out 3D rollercoasters, selling hot dogs 
and entertaining the crowds of litte virtual people, Heck, we may even stop firing 


rocket launchers at each other for awhile. Th k World wi 
een . Theme Park World will open for 
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Talonsoft has long been known for the type of 
ames that we normally would never in a million years 
write about 2D turn-based wargames. Ack. While there 
isa market for these titles (we guess), don’t expect us to 
start covering the Operational Art of War or East Front 2 
anytime soon (although we'll be secretly playing Jagged 
Alliance 2 when they release it later this year). Instead, 
we're all a-tizzy about Hidden and Dangerous, Talon- 
softs first foray into 3D action. 

Hidden & Dangerous takes place during World War 
||, The story begins in 1943 and proceeds to the end of 
the war in 1945. The player's task is to lead a small group 
of allied soldiers (up to 4 people) on intense missions 
deep in enemy territory. Missions take place in six differ- 
ent locales throughout Europe. There a number of sol- 
diers to chose from, each with their own strengths and 
abilities, so you can mix and match teams to suit the par- 
ticular mission parameters. The weapons mix includes 
machine guns, 
sniper rifles, 
grenades, pistols, 
knives and many 
other items. 

H&D is 
being developed 
by a Czech com- 
pany, Illusion Soft- 
ware, who have 
managed to com- 
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SANITY 
Ever get so mad at the world that you feel like your 
head is about to explode? Then you know the pain that 
characters in Monolith’s Sanity are going through. 

In Sanity’s near future world, random people have 
begun developing powerful, raging psionic powers which 
have a tendency to manifest themselves at incredibly 
unfortunate times and in extremely violent ways. As an 
extra kick in the pants, the powers tend to slowly drive 
their possessor mad. In order to keep a lock on the psychic 
masses, the government forms a team of similarly-pow- 
ered agents with the express intent of taking care of psion- 
ic troubles, 

The game's main man is one Nathaniel Cane, a gov- 
ernment agent just recently returned to the line of duty. It 
seems that Nathaniel had a bad hair day and, as a result, 
blew up a suburban mall and all the happy little con- 
sumers inside. You're expected to respond to the dangers 
Created by a rogue group of psionics as they happen. 

Monolith is once again getting some mileage from 
their LithTech engine, the same 3D core that Shogo and 
Blood 2 shared. Unlike those games, Sanity is a third-per- 
Son action game, with more similarities to Diablo than a 
first-person shooter. The 
interface is point-’n-click, 
with a very Diablo-like 
inventory system for using 
your psychic powers, which 
are the main portion of the 
game's action. 
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bine their love of 3D action with their interest in World 
War 2. While the group wanted their game to be action- 
packed, they simply could not stomach the idea of crank- 
ing out yet another faceless Quake-clone. Instead, they 
opted to place their game within this historical period 
and focus on the strategy of leading a four man team of 
British Special Air Services commandos deep within 
enemy lines. 

Illusion has developed their own unique 3D 
engine, called “The Insanity Engine,” instead of licensing 
Quake or Unreal technology. Their focus has been on 
creating realistic outdoor environments, which is much 
harder to pull off than dark hallways. Areas will include 
factories, dams, underground caverns, fields, rivers, 
bridges and towns in locations stretching from Norway, 
Germany, Italy, the Danube, to the open sea. 

The game can be played either by a single player, 
who controls the four man unit through a series of wing- 
man commands and shortcuts, or by up to four people in 
a coopoerative mode. From what we've seen so far, 
H&D’s Al is much better than either R6 or Spec Ops; your 
computer-controlled buddies will actively engage in 
cover fire (if you want them to) and are more useful in 
action situations than the Al from the other two games. 
You can play the game entirely from a 2D top down view 
(but who wants to do that?), or play in a first- or third-per- 
son perspective. 

Hidden and Dangerous is slated for a release some- 
time this Summer. 


Nathaniel is a pyrokinetic, a 
firestarter. You being the game witha 
limited number of fire-related powers, 
which slowly grow as you learn new tricks and gain mas- 
tery over your psionic “gifts.” From a basic fireball to walls 
of flame and summoning fiery demons, your powers con- 
tinuously build. You're also able to pick up powers from 
defeated enemies and add their strengths to your own. 

You can’t just throw your powers around, either. 
Every time you use a psionic ability, you subtract points 
from your sanity meter. Go too far overboard and you just 
might lose it and go berserk or have your head pop like 
that dude in “Scanners.” The sanity meter is a pretty effec- 
tive tool for keeping you in check and adds some strategy 
to your approach. 

Monolith is currently gunning for a late Q4 release 
for Sanity. 
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becoming the most powerful wizard in the worl -He 
strikes a deal with Apocalypse, a chaotic god, in order 
to gain even more power. Silver nee take a bride 
to complete his goal and begins raiding villages in 
search of the perfect woman. His son, Fuge, snatches 
the wife of David, your alter ego in the game. David 
and his father set off to defeat Silver by bringing 
together eight magical orbs. _ 

Silver was released sometime ago in Europe and 
the UK, but for some reason, the company has been 
hesitant about bringing it out here. Ifyou're a big RPG 
wingnut, send Infogrames email through their Website 
(www.infogrames.net) and let ‘em know how you feel, 





if you're amongst the teeming throngs x ee 
players who went nuts for games like Final Fan ae 
get ready to clear some more time from your a na 
busy schedule. Infogrames is working one ging 
their very Square-feeling title, Silver, to the US. = 

Most of Silver's look and feel has been cribbe 
from the console greats of the past. From the super- 
deformed characters to the magic and items inventory 
menu system, it would be quite easy to mene 
game for a Japanese game. In fact, the game was os 
by a development team within Infogrames English 
studios, 

The 19-person team slaved away on the game for 
over three years, creating a world populated by 50 
different NPCs and backed with over three hours of 
music. Silver is comprised of over 350 pre-rendered 
backgrounds. Scenes can be larger than the relative 
screen, which allows for some interesting 
panning and zooming within the 
environments. The engine allows the 
developers to place _ polygonal 
characters into the scenes relative to the 
Z-buffer, so characters can become 
larger or smaller depending on the 
distance perspective as they move 
around. Having a 3D accelerator in your 
systems gives you subtle gourad shading 
across the polygonal surfaces. 

Silver is an evil old man, intent on 
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Delphine sure knows how to make pretty games. 
Since the Dawn of Computer Gaming, the French 
company has consistently cranked out some great looking 
titles: Fade to Black, Moto Racer, Little Big Adventures and 
the next title on deck looks just as good. Darkstone, the 
company’s first foray into isometric RPGs, has the same sort 
of flash as Atari’s new Gauntlet arcade game. 

Drakk, the requisite evil Dragon archetype, is 
draining the life force from the human population in order 
to take over a world free of Britney Spears and platform 
shoes. Of course, only you can face down Drakk’s minions 


of evil, find the seven Magic crystals, activate the mystical 
Orb and smack the dickens out of the scaly bad guy. 








You're given the opportunity to 
pick up a buddy to help you out during 
those moments when you're being 
overrun by hordes of orcs and goblins. You can choose 
from one of the four available classes — Warrior, Thief, 
Wizard and Priest — and have them act as your back-up. 
The menu allows you to set your NPCs aggressiveness, as 
well as the type of attacks they'll use. You can share armor, 
Weapons and magic items between your character and 
your NPC, which will also change the look of the character 
model when equipped. Characters can be juggled to 
match the situations, simply by returning to town and 
recruiting new characters. 

Since this is a fantasy RPG, you already know that 
there's going to be all sorts of dungeons, castles, towns and 
creepy wilderness settings to explore. Darkstone’s 3D 
engine is robust enough to allow you to find the perfect 
camera angle for just about any setting, so you 
Can peep out the nooks and crannies to find 
hidden treasure chests or lurking monsters. 

Random gameplay will keep each game 
of Darkstone fresh. There are eight main quests 
eye anlopecra oon naam bit 
twenty-two fine A rat ee pet 

) - And that’s not even 
Counting all the lovely side-quests that you can 
stumble across as well. 


Look for Darkstone this Summer. 



















Earlier this year, Activision made a huge deal with 
Viacom, locking up the exclusive rights to portions of the 
Star Trek universe for the next ten years. That's a long 
time to be pumping out Federation starships, but Activi- 
sion’s been all smiles about the deal since it was final- 
ized, realizing that computer gamers love Gene 
Roddenberry’s creation almost as much as they love 
their 3D accelerators (well, maybe more, but just bya 
little). Laird Malamed, world wide brand manager for 
Activision’s Star Trek games, consented to reveal some 
info on the first three games. 

First off is Star Trek: Voyager — Elite Force (which 
is being developed by Raven). In Laird’s words, “Elite 
Force finds the U.S.S. Voyager transported into a null 
space chasm of derelict ships. The crew discovers that a 
forge at the center of this chasm is part of a galaxy-con- 
quering device that must be stopped or the Milky Way 
will be obliterated of all life in anticipation of an alien 
invasion. 

“The game starts on Voyager and then proceeds to 


other derelict ships in the chasm, including a Borg cube. Most of 
these ships still have life forms on board — some more malevolent 
than others! The game is an intense first person shooter. At times the 
player is alone, and at times other security officers and Voyager cast 
members are present on the missions. 

Next up is Star Trek Armada. “Armada is set in space. It really 
captures the feel of the great cinematic battles of Star Trek II, First 
Contact and recent Deep Space Nine episodes. The terrain of space 
includes moving asteroid fields, black holes, wormholes, nebulae 
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and more. 


“Fleet battles are an important part of the game, but 
the title plays like a traditional real time strategy game. 
You need to mine dilithium to build ships, manage crew 
and officers and research various secret weapons by 
building research pods. The ships you build vary in size 
and strength, so there is great unit distinction. One key 
difference from past RTS games is that our units have 
shields and last longer than traditional RTS units. 

“We know that a huge part of Star Trek is the ships, 
so we wanted to capture that aspect by allowing units to 
survive longer in battle. The ships range from small Defi- 
ant-class cruisers to large capital ships such as the Enter- 
prise. A cool aspect of the game is that we use a lot of the 
ships that have only been seen a few time in episodes.” 

Finally, Activision is also preparing Star Trek Insur- 
rection, based on last year’s movie, which takes place 
nine months after the end of that adventure. “Some of the 
Son’a have established a colony on the Ba’ku planet in an 
attempt to merge back in to their parent society. Howev- 
er, the Son’a still use technology, so the site of the colony 
is away from the village we saw in the movie. During 
construction, an entrance to a subterranean temple is dis- 
covered. Captain Picard is called in to investigate, and he 
brings along your character, Ensign Sovok, a human — 
raised on Vulcan, You assist him and Commander Data in 
discovering the secret of the temple, its impact on the 
planet, and how it relates to a secret Romulan plot. 

“Insurrection is an action-adventure with a third per- 
son perspective. It has a very strong story, but also has a 
lot of combat with rogue Son’a, ancient aliens and Romulans. There 
are both navigation puzzles and more traditional key and lock prob- 
lems to solve. The game features real time 3D characters against lush 
pre-rendered backgrounds. We really went for a mode where the 
player is always setting out to accomplish tasks rather than roaming 
aimlessly about— something that is not very “Star Trek” or fun. 

“All three games are hardware accelerated; Elite Force is hard- 
ware only. As you would expect, all three games take major advan- 
tage of 3Dacceleration. For Insurrection (which uses Glide), this 
means colored lighting emanating from the pre-rendered environ- 
ment, and higher polygon models of the characters. Armada will 
have special effects only available in 3D, and also will benefit from 
larger screen sizes and more detailed models. 

As Elite Force only works with 3D acceleration, everything 
about it is dependent on 3D. For those with second and third gener- 
ation cards, they will get higher detailed textures, halo lighting, bet- 
ter particle effects, etc. The game will be amazing ona new 3D card, 
but will still look great on a Voodoo 1.” 
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are leaving the fantasy/RPG world be 


hile, the guys at Raven Software 
hind them, and travelling to 
amore modern one. After wowing us last year with cee 
Wisconsin-based development house 1s working on So ee 
Fortune, a first-person action game that revolves ot ti 
mercenary lifestyle. We recently had the ppc ota 
Renn Hoekstra, Project Administrator for Soldier of Fortune. ee 
Soldier of Fortune is a well-known mercenary neta ub 
is virtually a household name. The name recognition alone C 
the Soldier of Fortune license extremely valuable to this product. 
Raven wanted to make a realistic, hard core military action game 
and that made the Soldier of Fortune license a perfect Tie 
“The main character is a mercenary and he will work with 
other mercenaries to complete the missions of the game. You cy 
expect to see a number of indoor and outdoor areas that are built 
to real-world scale and based in political hotspots around the 
world. The player will travel to the Middle East, Africa, Central 
America and various Asian countries over the course of the game. 
“Soldier of Fortune will have a wide variety of mission 
parameters that range from ‘run and gun’ to rescuing hostages. 
Everything the player does will be incorporated into the storyline 
and we're striving to achieve a level of world interaction that goes 
light years beyond ‘find the key and open the door.’ 
So far, Soldier of Fortune's storyline has remained a secret. 


For the first time in a long w 


| When asked, Ken could only tell us, “The storyline for the game 
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is under wraps right now, so there's really not much I can say other 
than the fact that Raven is working in conjunction with a well- 
known, professional author to ensure that SoF has the intense 
story elements that gamers are demanding.” 
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Like you aren't going to play this game, Most of you already are playing 
it, to.a certain extent. The inevitable Quake 3 test was released towards the end 
of April to overwhelming response and ISP-crushing downloads. Within hours, 
users had created mini-server finders (sorta like tiny Gamespies), model viewers 
and other assorted fanatical creations. While by no means enough of a game to 
judge the final product by, we can offer a few of our thoughts from the initial 
test. 

First of all, Quake 3 Arena runs like a demon. The rate of play is so fast, 
you almost have a hard time doing anything but running and shooting. Not a 
Whole lot of room for strategy in this initial test; trying to stay alive was a distant 
second to trying to hit one of the agile bastards bobbing and weaving through 
your field of fire. Even at high pings, Q3A remained extremely playable, 

Even with this breezy gai, the animation was a bit herky-jerky. Not as 
bad, mind, as Quake 2, where the model's legs would stop moving when firing, 
butnot quiteas smooth as some of the other FPS games we've seen of late. Q3A 
models are separated into different sections — head, torso, legs —so you can 
see characters bending back and forth as they fire. 

From the two levels available, the Quake 3 test tasted like a mix of the 
level styles of the original Quake blended with Unreal’s crazy lighting. The 
Gothic/Medieval feeling is back in full effect, sort of M. C. Escher cathedrals of 
the future. 

Crazy jump pads bounce 
youall over the place in lieu of the 
normal, boring —_ elevators. 
Thankfully, Q3A’s pads worked a 
lot better than the trampolines 
from “Bounce,” the least-played 
(and most poorly designed) Half 
Life map on the internet. You can 
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“Our programming team ripped out the Quake 2/A| Code an, 
is developing an entirely new Al system for the game, The Boal 
make the enemies more aware of their surroundings and intlligen 
enough to know when to fight, when to call for help and when ue 
away. The enemies will act independently for the most Part, butthe, 
actions can also be defined by the level designers to provide CUsto 
interaction with their specilic levels. Using the scripting language 
level designer can tell an enemy to do any number of thing, 
including kicking in a door, hiding, raising an alarm or ambushin, 
the player. | assure you, the Al in Soldier of Fortune will be bite 
formidable when all is said and done. ; 
When asked if the old Quake 2 engine might be getting a}, 
long in the tooth fora late ‘99 title, Ken replied, “The Quake 2 en in 
is remarkably versatile and was the perfect choice for Soldier gj 
Fortune. Raven's longstanding relationship with id Software and o, 
extensive experience using Quake technology made Q? ideal foro, 
situation. The modifications that we're making to the engine code fy 
exceed the modifications we made for Heretic Il. In addition to thos 
enhancements (which have been implemented into the SoF code 
base), we've added the GHOUL modeling system, a new Al system 
advanced networking code, a 2 
designer scripting language, 
various sound support 
(including A3D/SB Live! and 
3D Now!), dynamic music, 32 
bit textures, damage and detail 
texture support and dozens of 
other engine enhancements, 
too numerous to mention.” 





















move a bit while zooming through the air, 
allowing you to pilot yourself to desired locations. 
The Longest Yard, a space level with floating } 
platforms connected by pads, turned out to be one of those frustrating leve: 
(remember The Bad Place from the first Quake?) where you end up killing yourselit 
falling off edges and ledges as much as any of the other players. 

Your intended victim's name pops up in the display as you get them in yo" 
crosshair, letting you know exactly who's on the receiving end of your machinegut 
This is very rewarding, especially when you're hunting the player who just scored: 
cheap frag off you the moment before. ; 

The weapons leave something to be desired at this point. We appreciated : 
fact that the rocket launcher is not the super weapon it once was, but it seems thatll 
new boomtube has been de-tuned too far. In the first round of the tes, it was act 
possible to fall faster than your rocket, essentially getting in the path of you oF 
projectile. The railgun seems to be about the same as before, but because Q3AM 
at such nutty speeds, you either need to have preternatural accuracy, or be lining 
ona complete dolt to score a frag. The plasma gun was a satisfying weapon, 
steady rate of fire and damage reminded some of the good old Doom plasma: 
Your base weapon, the machinegun, was as ineffective as base Weapons are Suppo 
tobe; the shotgun didn't seem to be too effective in the fast paced deathmatch a 
sadly, there was no cool melee weapon like the chainsaw oraxe to play around We 
____ Keep in mind that this is why id releases test versions of their games. We 
feedback coming from thousands of users as to compatibility, net speed and, 
important, game balance, id is sure to tweak their new baby to get the maxim 
Tun out fit. Even so, itlookslikea complex time ahead, as QBA buts up against or 
FPS titles in the Fall Unreal Tournament, Team Fortress 2) that have, perhaps, alte" 
look at the gaming experience. 


As always, you can expect to play the full deal “when its done,” which 0? 
tobe late Summeriearly Fall at this pointin time. 











While one Pandemic team ishard atwork on the sequel to Batlezone, a sec- 
ond teamisslaving away on Dark Reign 2, the follow up tothe great (but overlooked} 


real-time strategy game from ‘97. Greg Borrus, Director of DR2, took some time to 
tell usa little about the new game, 


“When we started working on Dark Reign 2 abouta year anda halfago, we 
figured that hardware-only was the way to go, and we have been developing our 
engine with that in mind ever since, | think itis possible fora RTS game to push the 
hardware just as much (if not more) than a frst person shooter. 

“with this in mind, we worked very closely with Inte in the development of 
Multi-Resolution Meshes (or MRM), This new technology allows us to create our 
models once at a very high resolution, then the engine automatically drops palys 
putof the model, depending on its distance from the camera and the framerate of 
the game, We are also taking full advantage of the latest 3D technology, including 
32-bittextures and multi-pass texturing, We are just now beginning tolook at bump 
mapping.” 

Configurable Al was a vital part ofthe first game, but thenew gameis chang- 
ing the focus a bit. “Dark Reign 2 builds upon the advanced level of Al controls that 
Dark Reign players have come to expect, but we're putting more of an emphasis on 
the squad level rather than the individual unit. Now, when you tell a group of units 
toscout the map, they will do it as a group, watching each other's back and cover- 
ing the terrain more effectively. Your 
units really work well together, 
Which ultimately leads to more con- 
trol. For example, you might give a 
squad an order to harass the enemy, 
The squad might go out, find the 
enemy, send one unit out to make 
contact and draw the other player 
into an ambush. You just have to 





Se ae SS ea EE EE & i ee ee, 


_ BATTLEZONE 2 





PI 


“We'te coming up on Alpha now, so just about every- 
thing is in the game, but there are still some rough edges,” 
says producer Andrew Goldman. Well, those rough edges 
look pretty smooth from where we're sitting. Battlezone 2 
will be hardware-required, which has allowed Pandemic 
much more freedom. 

The original Battlezone proved to bea true surprise to 
everyone last year, blending smooth graphics with an addic- 
tive mix of real-time strategy and action gameplay that went 
far beyond the restrictions of the Battlezone license that was 
applied seemingly last minute. 

“We'te pushing forward from the post-Cold War sce- 
nario of the last game to a near future setting. Russia and the 
US have ended their hostilities and formed the Internation- 
al Space Defense Force, dedicated to protecting the Earth 
‘tom the remaining alien technology. Slowly, the ISDF’s 
probes begin to disappear, which results in you chasing the 
aliens into a new solar system.” 

The new solar system has given Pandemic the oppor- 
tunity to go crazy with their environmental engine. The alien 
Worlds are all unique and quite different in appearance from 
the first game's desolate, 

unpopulated planets. The 
new worlds will be cov- 
ered with strange life (ani- 
mal and vegetable), ruins, 
cities, lakes and rivers and 
rolling hills. The environ- 
ment is created by taking 















remember that the computer has the same control andit isn't aftaid to use lt” 

“When someone plays Dark Reign 2 forthe frst time, Ithink the most obvi- 
us new feature of the game will be the fully 3D world, Unlike some other RTS 
games that area mixture of 3D and 2D sprites, Dark Reign puts youina world made 
completely of plygons. Now you can get right down onto the terrain and see what 
Your units can see. We've also added the idea of canopies into Dark Reign 2, terain 
features that prevent you from Viewing the game from a purely top down perspec- 
tive. Whether tbe forest ora tunnel, canopies give you another place to hide your 
units and prepare to mount your attack. “ 

“But with all ofthese cool advancements we want to make sure we remain 
true to what an RTS game is. So we are enhancing and adding to all the cool fea- 
tures we had in Dark Reign 1. This includes a better waypoint and formation sys- 


tem, new base building options, new kinds of cool units and weapons, and a new 
Tesource system, 





eS OE On as BR SO SY i eT 


| 
| 
| 
| 








up to four layers of textures and blend- 
ing them together to create a seamless, 
integrated look. Pandemic is also 

exploring the possibility of rendering camera views toa tex- 
ture for special effects (we explained how this is done in the 
“Secrets of the Voodoo Porting Group” article in the Winter 
‘98 issue). Skinned models and animations, and multi-res- 
olution meshes also help bring the worlds to life. 

They've also had time to build out the physics model 
in the game, making it much more robust and less “floaty” 
than the first. The team has been able to do a lot more with 
this enhanced engine, including the creation of vehicles 
with very different performance characteristics. While there 
will still be hovertanks galore, you'll also be able to hop into 
the cockpit of giant walking mechs or heavy treaded vehi- 
cles. 

“We spent a lot of time talking with fans, and almost 
all of them wanted us to keep the same blend of action and 
strategy in the new game,” said Goldman. But, as you 
would expect, Pandemic is promising that this time the 
action will be more intense and the strategy elements will 
be much deeper. The tech trees on both sides have been 
greatly extended, while the aliens and humans will play 
very differently in multiplayer. The interface that made the 
game so popular has been re-oriented to be more grouping 
friendly, so you can control squads instead of single units. 
Unit Al has been added to as well, so now all non-player 
controlled units will play more intelligently, using all their 
weapons and abilities in combat. 


wuu-voonoomac.con Wfoowroo - 37 , 






a 


ime 





» oe Gale Th Saar eee 


Dw (ass See 


FS 


eS | 


oy 





) 
, 













DENULITION RACER 


pusuisner: ACCOLADE otvetoper, PITBULL owe: FALL 





aoe 





<= == A = 
pusuisnen: G T 

As Jeff Tweedy so succinctly puts it 
“| don't like riding on the passenger side. 
or you wouldn't be playing video game eM 
problem with authority, a taste foraction and the 
like a maniac, you might want to 
span to checking out Driver. 

Refections is no newcomer ng 
games — the core team Was responsible for Fe 
Destruction Derby games. You're not limited to Gara as 
track in Driver, however. Here, you've got entire city bloc fe 
lay waste to, colliding with oncoming traffic, outrunning 
pigs and doing alittle urban renewal of your own. 


onWilco’sfirst record, 
” And neither do you, 
s, For those with a 
lesire to drive 
divert your limited attention 


to smash-'n-bash 3D driving 


getaway guy for the operation. My guess is that this “go bad 
puy” twist was tossed in to appease those yellow-bellies Who 
might worry about the sort of message this reckless driving 
sends to the youth of today. 

Of course, members of the local law enforcement (who 
don’t know you're a cop too) aren't going to be too pleased 
with your antics, especially when you've banged up their cars 
and made them look silly. Expect roadblocks, heavy pursuit 
and full-tilt contact from the boys in blue. 

Visit some of the largest cities in the US and burn rubber 
through them. New York, LA, Miami and, of course, the streets 
of San Francisco are represented, with eleven missions to carry 
out in each city. Tanners assignments range from ditching the 





According to Accolade (or ‘Infolade’ for those 
of you that follow the business dealings in this 
wacky industry of ours); “Demolition Racer is a 
new demolition derby-style racing game being 
developed by some of the core members behind 
the highly successful Destruction Derby(tm) series. 
The game uses a new driving engine which allows 
hoods, tires, doors, and various other car parts to 
fly off as you race on circuit tracks and in bowl 
matches, scoring points for inflicting damage and 
chaos on the road. Two-player modes will provide 
exciting multiplay competition.” 

Pitbull, the developers behind Demolition 





tion; “Which people went to Pitbull and who was 
left behind at Reflections?” More importantly (and 
less comically, we might add), the answer to that 
question should be based on the quality of the mul- 
tiplayer gameplay. If Demolition Racer can entice 
the Quake and Unreal on-line crowd with an over- 
the-top, destroy-or-be-destroyed, derby-style envi- 
ronment, they could have a hit on their hands. This 
is critical because the PC racing market has always 
proven to be simulation first and arcade racing a 
distant second — just ask Sega PC — they've spent 
the past two years reeling from poor sales of their 
arcade racing games on PC. Look for Demolition 
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Physics is the name of the game here, but uns 
Trespasser (will we ever let that game die? No), es is ca 
and playable. Reflections is putting a great deal of effort H ‘ 
the math side of the game to make sure that you actually fee 
like you're smashing headlong into a police blockade, fs 
opposed to floating somewhere just above the surface of the 
street, You feel solidly connected to the 
ground — unless you've managed to hurl 
your car into the air, thatis. 

Driver takes the most bitchin’ part of 
70's action movies — the car chases — and 
makes a whole game of it. You're Tanner, the 
Wheelman in this particular adventure, but it 
tums out that you're actually an undercover 
cop looking to bust up a crime syndicate. 
The only way to accomplish this is to get in 
good with the baddies by becoming the top 


cops to beating the clock, carrying dangerous loads of Racer, consist of a number of ex-Reflections pro- 
explosives to delivering passengers to various destinations, grammers, artists and designers. Why is this rele- 
Grab the wheel and scream, “Sabotage!” this Summer, vant? Because these are the same folks that 
developed Destruction Derby 1 and DD 2 for Psyg- 
nosis. While both games did reasonably well on 
the PlayStation (and a third is scheduled to ship for 
the PSX this year), neither put a dentin the PC sales 
charts over the past 
couple of years. Acco- 
lade is hoping to buck 
that trend with their 
own demolition title. 
How will they do it? 
Well, the answer to 
that question proba- 
bly lies in the ques- 


Racer to roar onto retail shelves this fall. 
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Test Drive 6, the latest in the successful (more 
successful on PlayStation than PC, sad to say) Test 


little in the way of vehicle infor- 


EAs Need For Speed series has become the pinnacle of 3D mation and a number of graphic 


going to have to fork out your own dough to get 
accelerated racing games in terms of graphics and playability, The jump 


into the races here. Place high enough and you 
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from Need For Speed 2:SE to NFS 3 was amazing and the hot rod 
Currently under construction in EAS Vancouver garage is looking like it 
too will be another turbo-charged champion, The gameplay isn’t 
changing too much here: you're still racing some of the world’s sexiest 
cars around and around incredible outdoor tracks (none of that boring 
oval stuff here). EA's adding a few new things to the mix, however, that 
will change the way you play Need For Speed, 

One of my biggest complaints with the majority of PC racing 
gamesis the lack of anything to work for. You're usually given the majority 
ofthe tracks and cars right rom the moment you install the game, without 
ever having to work to earn anything new. In the Tournament Mode in 
High Stakes, you're given a litle bit of cash atthe start, basically enough 


ough to get you a starting car and pay a few race entry fees. Thats right, 
you're 


eam some cash to put into the bank with your eye 
towards upgrading your current auto and picking up new ones. 

Its called High Stakes fora reason. In some races, instead of going 
for the purse, you're racing for pink slips. You actually put your car up 
against another Al-controlled car, winner takes all. Better hope that 
you've put some time into learning the courses and invested wisely in 
your buggy or you're going to be one sad little racer. Other races can only 
be run with certain types of cars, or with certain upgrades, so you're 
challenged to work up a stable of tricked out cars, Winning these special 
races will sometimes nab you special versions of cars that you might not 
otherwise be able to buy, so there's an extra incentive to take the risk. 

____ New to Need For Speed this year is the one thing that all racing 
fans have been clamoring for in their games for the past couple of years: 
damage. This turns out to bebotha blessing anda curse, since you've got 
{0 pay for repairs at the end of each race. This will make you think twice 
about ramming headfirst into oncoming traffic. Smashing up your front 
end will take out your headlights, which is really sucky during night 
faces, or might even crush your engine for you. Hot Pursuit mode also 
returns in High Stakes, so you can take turns either outrunning The Man 
or bringing lead-footed maniacs to justice. 

Equally impressive is the all new 3D cockpit view, That’s right, no 
More lussing over trying to get the dashboard to Pop up on your card. The 
inside view is brilliant and may be the first actually playable first-person 
view In a racing game. Instead of last year’s clunky dashboard that felt 
likea wooden prop, the view from the drivers seat is dynamic and the 
Viewpoint shifts to make you feel like you're really leaning into tums. You 


Drive racing series, includes 40 licensed cars and 
30 new tracks. According to Accolade, the game 
has a completely revamped physics model, which 
will give each car in its class a specific driving style 
and handling model. As players win races, they are 
able to upgrade their cars, with five upgrades avail- 
able per car. The game is set to feature interactive 
driving environments that will include breakable 
objects, unpredictable objects and nerve-racking 
shortcuts. Cars will race through outdoor cafés in 
Paris, causing tables to crash and fly into the air, 
swerve to avoid alligators in the Louisiana swamp- 
lands, and jump over forklifts in the back alleys of 
Hong Kong. 
After being less than impressed with Test Drive 
5 PC, we are hoping that Accolade and Pitbull will 
spend the time required to make TD6 a truly com- 
petitive product. TD5, for those that bothered to put 
the time in to actually play the game, offered racing 
fans an edge-of-your 
seat experience that 
very few racing games 
can match. Unfortu- 
nately, the game also 
offered players weak 
car models, a bare- 
bones front end, very 


and gameplay glitches. We have 

spoken with the powers that be and they have insured 
us that they understand the problems with the last 
two versions of the game. Well, here's hoping. Let’s 
face it; with the majority of their Test Drive revenue 
coming from PlayStation sales, and Pitbull being a PS- 
first developer, any time crunch will result in the PC 
game getting less and less attention. If Accolade did- 
n’t have to compete against EA and Need for Speed: 
High Stakes, they could get by. But they do and, if 
they don’t spend the time to finish TD6, they won't. 
We'll let you know how they did in the next issue. 
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can even glance out the side or rear windows to check nearby traffic. 
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32 years after the events of the first game, the Terrans and 
Vasudans are about to learn just how large a threat the Shivans 
really are, Andso will you, if you'rea fan of the original De 
Freespace (one of the runner-ups for Voodoo's Action Game o} 
the Year last year). ; 

Inthe first Freespace, space was fairly empty except for the 
ships. The backgrounds were usually little more than streaks of 
light indicating the direction you were heading, The new game 
will include all new bitmapped backgrounds, including star- 
destroyers, stars and planets, Nebulas offer a completely new 
environment to dogfight in, hiding places, lack of 
communication, and degraded targeting ability add new 
challenge to battles. Nebulas will contribute to the element of 
surprise when players encounter a fleet of enemy ships hiding 
within. 

While the story elements are similar to the first, FS2 has a 
full-time writer on board, taking the basic story ideas from the 
designers and improving on them. The story will be told through 
mission briefings, cut scenes, radio chatter and debriefings. There 
are more smaller story arcs throughout the game, giving ita better 
sense of continuity, while involving the player much more in the 
missions, There will be mission branching in FS2, as there was in 
the last game, your mission performance will matter to the 
structure of the game, The aim is to produce a story that works 
well on a few levels and relies less on the typical space adventure 
cliches. 

With over 70 ships of varying class and size, FreeSpace 2 
will feature squadrons of bombers and fighters equipped with an 
array of advanced weaponry for players to use in both frenzied 








Skateboarding is one of those key juvenile delinquent 
activities (playing with fire and shooting BB guns coming 
in right behind) that goes over real big with the staff of 
Voodoo Magazine. What is it about a simple plank of 
wood that just drives cops, teachers, parents and old 
people so crazy? Next time you get the Opportunity, watch 
a crowd of “grown ups” watch a group of skaters. Note the 
head shaking, the muttering about “kids these days” and 
ey suppressed inclination to call the police. What's the 

eal? 

While we're still waiting for a true 3D skateboarding 
game to rival the fun of Sega’s Top Skater (or even the 
ancient California Games or 720), Acclaim is trying to tide 
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pes al 
destroyers. If you remember the gigantic size of some the ip 
vessels you had to take on in the original, be prepared to i 
amazed. Volition has said that some of the capital ships will be 
up to ten times larger in FS2. ' 

Beam weapons will figure prominently in the available 
weaponry, since the technology has been “discovered” between 
FS1 and 2. Some of the capital ships will have gigantic beam 
weapons, in fact, that will reach hundreds of meters in length and 
will completely vaporize smaller ships. Beam weapons have 
been added to give the larger ships more of an edge against the 
smaller, faster craft, making bombing runs a much greater part of 
taking out large ships. 

FS2 will continue to support Glide (and that other little API, 
D3D), but there are no plans to implement OpenGL into the 
engine. AsVolition’s Dave Andsager said in a online chat session, 
“In general, OpenGL is actually not well suited to games, Quake 
to the contrary. Any card which supports OpenGL typically 
supports DirectX better.” Dave went on to say that the baseline 
for Descent: Freespace 2 will be a Voodoo card, aVoodoo 2 will 
be the “good” card, and, of 
course Voodoo 3 will be 
great. FS2 will also remain a 
16-bit color game, since, in 
the words of the producers, 
“There aren't enough fast 32- 
bit cards to bother trying.” 
Freespace 2 will be appearing 
in stores this Winter. 













us over with the next best thing: 
hoverboarding. Sure, smirk in your 
sleeves and make “Back to the Future” 
jokes behind our backs, but we here at Voodoo are 
thinking that this may turn out to be one heck of an 
amusing game. 

The plus side of a future sport game like this is that the 
developers are not hindered by any of the shackles of 
reality, such as gravity. Trick Style is all about big, big air, 
Crazy Jumps, zero-g tricks and stunts, stunts, stunts. The 
object is to beat out all other competitors to become the 
world’s greatest “Urban Surfer” (ouch). 

Sure, itsounds dumb, but the truth is you're spending 
your time zipping through skate parks, half pipes, ramps 
and tunnels. There are Straight races, where you've got to 
outmaneuver (and occasionally bash into) the other racers, 
and park-like settings, where the emphasis is placed on 
point scores for performing tricks, 

The game features more than 40 stunts 
that can be combined in any order to create 
combos for greater point totals, Each character 
also has his or her own special move that can 
be combined with the general tricks, 

Ince gravity is more of 
law within Tick Style, theres RESTO 
peporuumiy for you to explore your avian 

Sound like fu 


n? You’ 
aan u'll get the chance to 


overboard for a test spin in the Fall. 











By now, you may be sick of reading about Episode 1 
and the games that LucasArts is bringing out, but we're here 
to Talk About Them More! All Hail George Lucas! 

First up, is the imaginatively titled Episode 1:The Phan- 
tom Menace. In The Phantom Menace, you get to actually 

lay through the movie adventure, and then some. The 
Phantom Menace video game has been in development for 
the past two years and is being programmed by Big Ape, 
who has a long-standing history with LucasArts. Believe it 
or not, these are the guys behind Herc’s Adventures, Zom- 
bies Ate My Neighbors and Metal Warriors. 

A3D action/adventure, you get to control four of the 
main characters — Obi-Wan Kenobi, Qui-Gon Jinn, Queen 
Amedella and Captain Paneka — who will have to execute 
a fair share of action, exploration, fighting and puzzle solv- 
ing to make it to Episode II. While the game is presented in 
3D, the camera is pretty much locked into an overhead, iso- 
metric perspective. Each character has their own set of 
moves and attacks, which include jumping, running, swim- 
ming, wielding weapons (lightsabers, phasers, bazookas) 


and automatic blocking. 

When your character encounters an NPC, you have the ability to 
talk to them, RPG-style, in order to advance the game. In fact, like a point- 
and-click adventure of the past (such as LucasArts’ own Grim Fandango 
or the Monkey Island series), you will be given a menu of different ques- 
tions to ask — some hostile, some friendly — and can even use the Force 
suggestively to bypass certain obstacles. Displayed in text boxes, these 
questions are also voiced in speech, using the same actors from the film. 
We're told that, in addition to borrowing sampled speech from the movie, 
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new and original voices were recorded for the game. 
____ Examples of the puzzle elements run from accomplish- 

ing side quests, such as finding certain keys and items, to 

escorting and protecting the Queen during a tense battle- 

filled escape (oops, didn’t mean to reveal a sub-plot, sorry). 

Some other tidbits of game-related information: the game will 

feature John William’s musical score, which will be reactive 

to what's happening on-screen, and will be filled with beau- 

tiful, CG-rendered cinematic cutscenes. 

For straight up action, LucasArts is also delivering 
Episode I; Racer. LucasArts has singled out what is guaran- 
teed to become one of the all-time classic scenes from the 
new movie, the Pod Racing event, and turned the high-speed 
chariot race into one of the fastest racing games we've seen 
on the PC. You can choose from a number of different racers 
and their unique vehicles and jam out over the untamed (and 
slightly illegal) courses that spread throughout the galaxy. 
Although the sequence in the movie only takes place on 
Tatooine, that wouldn't make a very exciting video game, 
would it? There are many more tracks spread throughout a 
number of planets, so you'll see desert, snow, water and city 
areas. The tracks themselves often zip from open outdoor 
areas to tight tunnels through rock or city streets. 

As you're no doubt more than well aware by this point 
in time, the pods themselves are basically huge engines teth- 
ered toa tiny pod, where your pilot sits. Think of Wipeout 
with gigantic afterburners attached and you've unlocked the 
basics of pod racing. All the pods can be upgraded with the 
cash you earn from winning to enhance speed, turning, repair 
and cooling. Racer is being designed by some of the same 
team who worked on Rogue Squadron and Shadows of the Empire, so 
you know this is going to be one clean looking game. 

We were impressed with Racer's consistent speed, as well as its track 
design. LucasArts redesigned a lot of the tracks after initial testing feed- 
back indicated that they were a little bit too open, which became con- 
fusing to the people racing, who found it very easy to get off track and 
become lost. The race courses now boast a more understandable layout, 
as well as lots of little secrets and short cuts to lower your overall time. 

Unlike most arcade-ish racing games, there are no money, weapon 
or time pickups scattered around the courses — did you see any in the 
movie? — so you're going to have to survive on your skills alone and not 
count on artificial boosts to help you along. 

Since it was nearly imposible to get into to see The Phantom Men- 
ace in its first opening week, chances are good that you'll be able to take 
part in the Star Wars experience on your PC sooner than you'll be able to 
get your butt into the theaters. By the way, we've been told that Voodoo 
makes great reading while you're waiting in line to see the Phantom Men- 
ace for the seventy-third time. 
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“The deepest, richest, and most 


oraphically advanced of {inte RPGs yet S 
— Big Brother: GamcPro 


“Already, the beta version is providing a 

Surpassingly immersive experience — one 

that will likely see defections from Britannia.” 
— Rob *Galgorth® Smith: PC Accelerator Magazine 


A SONY COMPUTER 
ENTERTAINNENT 
GRaUP COMPANY 
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Disney’s animated features have been lacking the ane 
thrills lately and one could only imagine what the Bae a 
equivalents of the last few features would be ike. ' 
Hunchback of Notre Dame “It’s OK To Be Different” monora! 
The Mulan Cross-dressing Electric Fashion Parade, featuring the 
music of ABBA and Gloria Gaynor. The Lion King Eyer te 
Not too inspiring. However, this Summer's Tarzan animate 
feature should set the Mouse House back on track, bringing 
back that sense of adventure that’s been missing since the days 
of Robin Hood, Peter Pan and the Jungle Book. In keeping with 
the action theme, Disney Interactive has announced their first 
3D accelerated PC title, creatively called Disney's Tarzan Action 
Game. Voodoo presents this title for you as not only a fun little 
action/platform game, but a great way to pass off that 3D 
accelerator to the frowning significant other as “something for 
the kids.” 

Disney’s Tarzan is an action-packed adventure for 
children and young adults ages eight and up that brings Tarzan 
and his jungle friends to life in a stunning 3-D world. This 
immersive, challenging and fast-paced, 3D accelerated game 
brings the magic and excitement of the animated feature film to 
computer screens. Players can take on the role of multiple 
characters from the movie, including Tarzan (as both a young 
tyke and an adult), Jane, Tarzan’s ape friend Terk (not Cheetah) 
and Tantor the elephant. This marks the first time a Disney 2D 
animated character has been transformed into 3D, a trend that 
will hopefully continue, 

Allowing players to grow from boy to man, this fast-paced, 
challenging PC CD-ROM develops skills and abilities which 
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NHL 2000 








While hockey still isn’t getting nearly the respect it deserves 
from the media or the average Joe, Electronic Arts is continuing its 
impressive dedication to the sport. Again this year, as in years past, the 
NHL franchise will be EA’s front-line sports title on the PC, for and 
away eclipsing all of the company’s other sports games in terms of 
playability, graphics and technology. 

NHL 2000 adds dedicated “big hit” and “big deke” buttons to 

its in-depth gameplay. You're rewarded for learning how to use these 
moves, but, just like in the real deal, get a little too frisky with your 
aggressive style of play and you'll end up sitting down for a few 
minutes, The control is also being tooled up to be much faster, so youl 
have greater control over your players for avoiding crushing hits and 
maneuvering the puck to the net. 
___ In-depth career mode allows users to extend the regular season 
into a full career with drafts, trades and free agency (including 
simulating the craziness that will no doubt happen in the off season 
for the Atlanta Thrashers expansion draft) Players will age over 
Successive seasons, with their sills rising and falling according to their 
age and the amount of time and injuries they amass with the NHL. 

A faster, more playable frame rate gives you better control, 
thanks to even greater 3D support 
: (at press time, EA could not 
So) 9 Confirm whether NHL 2000 will 

Seay have a Glide version), Strategic 
“} attificial intelligence tests your 
gameplay savvy, while arcade- 
like features add extra fun to the 
game without subtracting from 
the seriousness of the sport. NHL 
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dangerous perils. With more than a doze moves, Tarzan can 
run, jump, climb, swim, fight with a spear, ee ; ride on a stork, 
ride through the jungle on an elephant’s ack, and swing on 
vines, all while exploring the film’s exotic jungle locations = 
each filled with surprises, secret areas and perils including 
quicksand, water snakes and an elephant stampede, 

In keeping with youth-of-today hipness, Tarzan has 
graduated from merely swinging on vines and hollering: he 
now “tree surfs,” zipping along the limbs and branches of the 
huge jungle trees like a brachiating snow boarder. The tree 
surfing levels are the most arcade-like, keeping you bobbin 
and weaving to avoid inconvenient branches, while jumping 
over rampaging orangutans. , 

High-resolution 3-D graphics and character animation’s 
place players in an environment that showcases the amazing 
visual effects of the film. Disney Interactive has done an 
excellent job of translating the lushly animated cartoon into a 
3D environment. Featuring dozens of movie clips, plus special 
reward clips for completing each of the 16 levels and four 
bonus levels of intense 
gameplay, the Tarzan Action 
Game offers all of the action, 
intrigue, adventure and 
(hopefully) fun of the 
dynamic feature film. Disney 
Interactive hopes to have the 
game out at the same time 
the movie is released. 
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coach Marc Crawford adds new coaching 
strategies for the third consecutive year, but 
considering his track record with the Vancouver 

Canucks this past season, this may not be something to get excited 
about. 

The most important and innovative addition to NHL 2000 
comes in terms of customized player creation. EA has been allowing 
Us to create our own players over the past few years, whether it's to 
drop ourselves into our favorite teams, or to add new players as they're 
brought into the league. This year, you can actually map digital images 
Onto an animated face template. Supported files (.BMP, .TIF, JPG) can 
be imported into the game, so you can scan or take a digital picture 
of your face, run it through the simple player creation system and put 
your own mug into the game. You'll be able to see yourself reacting to 
goals, cheering, yelling at other players, smiling and grimacing, You 
can also choose from a menu of common names (Dave, Chris, Tom, 
etc.), which the commentators will use during play-by-play. 

__ All new motion-captured scripted off-play 
animations; new goal celebrations, see what players do 
in the penalty box, on the bench and squaring up for a 
face off, Authentic crowd involvement includes chants, 
stadium waves, booing and hats strewn on ice after a 
home team hat trick enhance the realism of playing in 
an actual arena, NHL 2000 will now Support up to eight 
players in multiplayer as well, both across a LAN and 
over the internet. Two-button mode makes it easy for 
any player to pick up the game and enjoy it 
immediately, while the depth of play presents a 
challenge for even the most experienced NHL fan. 
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e to see a developer who has produced two great 


. So entirely new genre for their next. There's nothing 
titles 6 han watching a talented group fall into an endless cycle 
worse t me types of games. For their next title, Oni, Bungie is 
of the ae from the RTS genre that they've been so successful 
moving the last two years (with Myth and Myth 2) and take on 
with wicking punching and shooting action. 
pure a inthe year 2032, you play Konoko, an elite agent of the 
Tech Crimes Task Force, charged with infiltrating and destroying 

thless crime syndicate. Starting as a straight cops-n-robbers 
a io Onis plot becomes darker and more complex as Konoko 
story, vers “ghosts” in her past, wrestles with her identity and finds 
rant no one she can trust. The story is related via in-engine 
ee and cel-animated sequences. The setting and atmos- 
he of the game were partly inspired by films, such as the 
Ba Ghost in the Shell and the action thriller La Femme Niki- 


Oni is a third-person 3D action adventure that blends 
hand-to-hand combat and gunplay into a single action experi 
ence. One of the primary goals of Oni is to deliver, for the first 
time, a third-person game 
where the action is smooth 
and instantaneous without 
being simplistic. The game- 
play is divided between 
hand-to-hand and weapons 
combat. The main character, 
Konoko, will have an arse- 
nal of weapons at her dis- 


As we slowly become a world of interconnected 
computers, the realm of online gaming will eventually 
reach the masses. Developer/publisher Motorsport Sim- 
ulations has recognized this fact early on and has taken 
the first steps to bringing online, accelerated games to the 
more casual PC gamers by targeting the large and rabid 
motor racing fanbase. 

Motorsims intends to eventually offer a wide range 
of racing games, both car and bike, and their first title is 
American Motorcyclist Association Superbike. The AMA, 
a 200,000-person strong organization, is the largest 
motorcycle racing sanctioning body in the world, with 
more than 80 national-level racing events held all over 
the US. While certainly not as large as NASCAR or For- 
mula 1, the AMA has a strong grass-roots following at 
hundreds of local racetracks. Now the big question is, 
Will these racing fans play an online game? 

The idea is to build a community of online racers by 
reaching out to the AMA members and fans. Motorsims 
will keep up detailed stat tracking of all their registered 
racers through their web site, as well as hosting races and 
special events on their 

servers. They have devel- 
oped their own propri- 
etary client-server tech- 
nology that will let them 
run multiple racing arenas 
at the same time, which 
should give racers plenty 
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posal, from pistols to rocket launchers, There will be realistic 
quantities of ammo in the environment, which means that the 
player won'tbe able to tear through the game with guns blazing. 
Instead, Konoko's punches, throws and kicks will be Critical for 
attacking silently, saving ammo, and simply enjoying the viscer- 
al satisfaction of “hands-on” punishment. 

The two simple keys for punch and kick yield a wide vari- 
ety of moves when used in combination with the movement 
Keys. The mouse button, which fires weapons when armed, acti- 
vates punching and kicking when unarmed, leaving the player's 
keyboard hand free for other tasks. Novice players will likely stick 
tothe basics in fighting, occasionally triggering a thrilling special 
move, while more sophisticated players will master every one of 
dozens of complex attacks. 

Also new to action games is how Konoko develops new 
fighting skills as the game progresses. In early levels, hitting the 
“punch” key might yield a simple jab that does moderate dam- 
age, perhaps making the opponent take step back. In later lev- 
els, as Konoko becomes more skilled and (consistent with the 
story) more vicious, the same key might unleash a series of blows 
that knock out opponents, or even kill them. 

Oni features high polygon-count 
models. They range from about 800 
polys for some of the more basic char- 
acters to around 1200 for the more cen- 
tral ones, like Konoko. Not only does 
this give the characters a greater range 
of possible animations, in doing so it 
also makes them appear more lifelike. 









of competitions to jump into. 

While AMA Superbikes is 
geared to be an online game, there is 
also a stand-alone game for single players. You'll be able to 
learn the ins and outs of clutching desperately to the back 
of a bike going 200 miles an hour offline, without having 
to suffer the slings and arrows of your more coordinated 
peers every time you hit a wall or fall over. 

Motorsims have accurately modeled and rendered 
the Superbike racing experience like never before. State- 
of-the-art graphics tools and a 14 degree of freedom 
physics model allow for a game that actually responds and 
delivers to each user's sense of speed and pointof view. The 
tracks are handcrafted from actual blueprints, utilizing new 
texture techniques that allow for a highly detailed experi- 
ence. ; ; 

AMA Superbike is accelerated via D3D, in order to 
make it compatible with a wide range of systems (in fact, 
the demo we were given was on a laptop). While the 
graphics are not the most detailed or beautiful of all the 
accelerated _ racing 
products we've ever 
seen, they convey the 
sense of high-speed 
racing handily, with- 
out bogging down a 
slow modem connec- 
tion. Look for AMA 
Superbike this Fall. 




























VANPIRE: 


Jihilistic Software (made up 
Seat aaa developers) has signed on 
Activision to produce Vampire: The Se Whi 
Redemption, which may hopefully become the aunt 
Wolf has always deserved. During this year's E3, Ac a 
looked better than ever before withan impressively “ala 
up of titles that included Redemption as one of te ee 
soon-to-be-Triple-A games. There were here SAG ie 
assembled around the Redemption display, gawking at the 
beauty while the Nihilistic guys put on one hell of a sees 

In Redemption, you play a good puy, sort of, ‘ gee 
an eight hundred year old vampire can be. Your charac i 
Christof Romuald, was formerly a dedicated Christian knight 
in medieval Prague, who spent his life fighting against the 
forces of evil and sin. Christof is eventually attacked and 
Embraced by a vampire of the clan Brujah (the witchy vai 
and promptly rises from the dead as a Brujah himself. Now 
Christof must come to terms with his own unlife and his sense 
of good and evil. Christot is quickly sucked up (no pun 
intended) into a world of magic, evil and intrigue the likes of 


of a bunch of ex-Rogue, 


rength and Powers 
lood, and he must constantly replenish himself 
by nibbling on the necks of his iy i times of true 
desperation, Christof can also share blood with the other 
members of the party, swapping strength by opening their 
ee You can have up to four members in your group, 
depending on the situation and the people you meet. The 
groups’ faces appear at bottom of screen and act as hot 
buttons for controls and also show the character $ health. The 
faces will also clue you in to the character's current emotional 
status, from anger to hunger to terror. Each character can have 
their Al set, which determines their aggression, the sort of 
attacks and magic they'll use and so on. 

One of the most interesting aspects to Redemption is 
Nihilistic’s unique approach to multiplayer. Like the actual 
Vampire games, they've set the multiplayer to bea cooperative 
Storytelling game, with one player running the adventure, 
controlling and speaking through the NPCs, placing monsters, 
traps and treasure and leading the other players through all 
sorts of madness. The 








; THE NEANIIEST Fe 
which he never suspected, His battles will take him from the Storyteller will even beable HI FADLIEST cB 
villages and crypts of 15th Century Prague to the streets and to use the included editing a CALUREO 
alleys of 20th Century New York, fighting off the remnants of tools to create unique I mT: MIT rp 7 ARE ‘POI : 
the Inquisition, other vampires, an assortment of magical environments for the party N THE UNIVERSE ARE ABOUT T0 
creatures and (gasp!) the FBI : i to explore. sea MEET TH “ID Mi : Pp : 

Since Christof is a member of the Brujah, he has access Be sure to look for MEET THEIR MATCH... 
to a number of Disciplines, which are vampiric powers like Vampire: The Masquerade - 


magic. These Disciplines will allow Christof to grow huge 
claws, change his shape, see in the dark and make the blood 


Redemption this Winter. 
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One of the grandaddies of this whole “new” 
movement of team-oriented shooters was Daryl Gates 
Police Quest: SWAT, which Sierra released in the early ‘90's. 
An ambitious game, it used full motion video (since there 
was no way to do it in 3D at the time) to simulate the 
execution of real-world SWAT, but was hampered by it’s 
confusing gameplay and, of course, by the FMV, We thought 
originally that Spec Ops was going to be what SWAT should 
have been, but it turned out that Rainbow 6 was much closer 
to realizing the gameplay that Sierra was striving for in the 
first SWAT. Sierra has decided to go back to the well for 
SWAT 3: Close Quarters Battle, this time re-addressing 
gameplay issues and putting the game into a true 3D setting. 
SWAT 3: Close-Quarters Battle takes strategic combat 
to new levels of realism in photo realistic 3D environments. 
Players assume the role of element leader, one of two ina 
ten-man squad. Throughout the chaos of hostage rescues, 
high risk warrants, barricaded suspects and VIP detail, 
players take command of a five-man assault team in an 
attempt to save innocents and negate the bad guys. 
Responsibilities for the 
element leader include: 
outfitting the team with 
tactical gear and weapons, 
and assigning them team 
positions during pre-assault 
briefings; dividing them into 
two two-man teams - the red 
team and the blue team - or 
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keeping them together as a four-man 

team during tactical assaults; and 

commanding their tactical actions from 

the beginning to the end of each mission, Beyond the 
tactics, players are also a part of the action, and have to lead 
their teams through dynamic entries, target identification 
and engagement, using gas and flashbangs, deciding when 
to use less than lethal force, and choosing to move in stealth 
or dynamic modes. This combination of tactics and action- 
packed intensity creates a game unlike any other shooter or 
combat simulation on the market. 

SWAT 3: CQB’s twenty missions are set in Los Angeles 
in the year 2005. Various recognizable locations, such as 
LAX and the Convention Center, as well as unknown 
locations, are the settings for the various missions. Missions 
are populated with a wide assortment of Al driven bad guys, 
ranging from fanatic fundamentalists, religious zealots, 
extremists and survivalists to disgruntled Joe- 
citizens. All have wreaked havoc and 
committed, or are about to commit, a deadly 
crime, giving CQB's pro-active SWAT team the 
authority to shoot at will. Of course, SWAT is 
still a civil law enforcement agency and nota 
military unit, so laws still apply to them. In other 
words, shooting an unarmed citizen might not 
be the best tactic to use. 

Voodoo is eagerly awaiting playable code 


on this baby, which will hopefully come before 
the Winter release of the Ses / 















OH a UMISETTIGIE CRS IEL SESE MELTED ELEN TU 
| | | f \ f frightening speed as you attack to devour your, opponents. 
' * STALK YOUR PREY. as the deadly Predator using wrist blades, shoulder 
y Cannons and invisibility as you surprise attackiyour enemies. 
3 * LOCKAND|LOAD as a/Marine using motion trackers, pulse/rifles and 
: flame-throwers to eradicate these vile creatures. 


PREDAT 


The three most ferocious species in the universe are pitted againstione anotherinia bloodthirsty 


battle for the ultimate prize — 
| STATE ALE LCN AS ELUEMEN EMME Mace Oana Alien, 


where oneiwrong move turns you from hunter into prey. 

© AVP DELIVERS the most'shockingly realistic first personand multi- 

* OVER 50 LEVELS of enormous, territyingl 
to|a'razor-sharp edge. 


© FEATURING THREE OF THE BADDEST. BEINGS in'the's 
friends\using the full multi-player networking option. 


player action with heart-stopping Suspense and'shocking realism: 
ytealistic game environments offer'virtually unlimited replay to let you hone your;combat skills 


cience fiction world — whois Supreme warrior? Cooperate or compete with your 






Actial'Game Screens 


“This game could be one of our all time favorites!” 


— Computer Gaming World 






“Searing the crap out of the big boys.” 


— PE Accelerator 






“Is there anyone that doesn’t want to play this one?” 


— PE Gamer 
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game news lately? If so, you've been peune Gaming: sec TAWe 


where proprietary software meets Con 
the lawyers and “pirates” to sort things 
out emulation and what it means for 
he beginning of the recent battle(s). 


Been paying attention to 
watching,a legal drama unfold; one 
sumer demand, and it’s now up to 
out. This unfolding drama is all ab 
gamers everywhere. Let’s begin at t 


| began gaming with a title called Space Invaders at the a e of BRC eee 
thus began an odyssey of video, computer, and console oe 
aming that leads me to this Career of mine. When you 
are an ancient 28 year-old (with a little boy’s heart), 
ou yearn to relive some of those wonderful sessions 
from the CENA) when video games were as young as you 
were. Enter the rise of the “Retro Gamer.” 


For music, it started mainly with MP3 technology. People ue 
happily “ripping” (converting CD music tracks into digital Cee 
trading Mpeg layer 3 files over the Internet for years. The ee pee 
cally ignored it, while some artists actively supported it. yi oe 
you'll be impressed by just how much digital sound quality music ¢ te 
3-4 megabytes. The music industry woke up when Diamond announce: 

Rio, and made MP3’s as portable as any Walkman. 
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Retro gamers are the primary audience for most 
of the older emus, like the Atari and Intellivision prod- 
ucts. The most stable, and arguably the best of them, has 
to be the Multiple Arcade Machine Emulator (MAME). 
with this handy little program and a site where you can 
get the ROMs, gamers have enjoyed playing the full ver- 
sions of Centipede, Asteroids, and the beloved Pac Man 





Long story short, Diamond won the right to sell its player and, 
despite the closing of many sites, illegal MP3 files exist in huge numbers. 
It’s stealing, but so is taping off a friend (which | am sure you ve done at 





WinAmp - 
The popular MPEG3 


some point). The problem, and this problem does have something to do with player for PC. exactly as they were in the arcades! Exactly. At the lat- Erepiis’y 
gaming, bear with me here, is that there is no way to'stop consumers from est count, MAME supports 1342 ROMs. That’s a lot of 
getting the music files they want. Legal or not. It is funny to watch these classic arcade games. 
ecseseeeseeeeeeeeeseeeoeeeeeeeeeeses 
Compare these figures: Microsoft’s recent Return of the Arcade MacMAME. 


program retailed in the $30 range. It featured Ms. Pac Man, Xevious, and two 
very forgettable titles. It weighed in at around 32MB for installation and 
gameplay was choppy and nowhere near arcade perfect. Now compare that 
with MAME and some 20 ROMs which currently take up 4MB on my hard 
drive! 


Running the clas- 
Sic Bally/Midway 
arcade game, 
Discs of Tron. 










But the writing was on the wall. Despite the fact that MAME was 
used by and known by only the most hardcore of gamers, the IDSA 
(Interactive Digital Software Association) chose to brand us all pirates 

and ordered the removal of all MAME ROMs on the web. The IDSA 
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Game Fans versus the Music. Arcade. and Console companies , 
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Rio- 
Diamonds stand- 
alone MPEGS) player. 
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By Andrew S. Bub 


Ceoeeeeeseveegnseeeeeeseseseeeeeeeeeeeoseee 


big: companies try though. The music industry has basically kicked up a big 
fuss about nothing as they always do when a new type of recording tech- 
nology comes out. Remember the DAT fears and how the music industry 
forced| DAT player manufacturers to include chips that made CD-to-DAT 
recordings lower quality. 


Now, on to'gaming! For quite a while now, there have been emula- 
tor programs that make your computer think it’s something else, whether 
it thinks it’s an arcade coin-op machine, Atari 2600, Collecovision, Neo 
Geo, Intellivision, Amiga, etc. If you remember a game or console fondly, 
chances are you can find the means to let you relive that experience on your 
PG. Sites like Dave’s Classics offer these emulator. programs for quick and 
OY download. Truth is, so long) as proprietary, bios software is no 
involved, there is nothing illegal about any of these “emus”, or the MP3 
ripper programs. Things) get sticky when it comes to the ae tual ROMS 


ae are.actual/ code from the game the emulation software can run) 0 


















looks out for the interests of a collection of game companies, most 
of them the power players in the industry. Their reason? Because 
It takes 70 years for a copyright to expire and become public 
domain. This means all of us retro gamers must wait around for 50 
more years before downloading games for MAME becomes legal! 


The IDSA reasons that the existence of technology in the 
hands of devotees and new fans (I doubt Ms. Pac Man would even 
interest your average Tekken-loving 12 year old) will 
undercut the profits of companies that still own these 
rights. | have no problem with this argument. | would 
comply with them and delete MAME and my favorite 
ROMs if | thought there was even a remote chance of 
ever playing the original Star Wars coin op at home, or 
Discs of Tron, Battlezone, Red Baron, Mr. Do, Crazy 
Climber, or Jack the Giant Killer. Sure we get updates 
like Hasbro’s Centipede and Frogger, or Activision’s 
Battlezone and Asteroids, but they’re hardly arcade 
perfect and, in the case of Battlezone, they aren’t even 
remotely like the original. 


WUWV0ODOOMAG COM 






Nintendon't 


Until the IDSA shows up at my door, 'm keeping 
MAME, thank you very much. One thing I’m not keeping onmy 
hard drive is the so-called “new guard” in emulation. I am 
speaking of UltraHtLE. Heard of it? Two guys basically Celie] 
what was considered the impossible and released a software 
package that emulates the Nintendo 64. The emu goes public 
and within seconds, literally seconds, ROM’s start appear- 
ing everywhere on the net. Two games work absolutely per- 
fectly in fact, Mario 64, and Zelda 64. 


Nintendo was shocked. | guess they figured by keep- 
ing their product in cartridge format they would be safe from 
this kind of thing. They immediately came down hard on 
whomever they could and the two-man development team 
quickly withdrew the emu from the net. According to them, 
they weren’tin this to hurt anybody, just to see if it could be 
done. | tried out Mario 64 and dammit... it worked great! | was 
amazed. In fact, it works better than the Nintendo 64 version 
if you happen to have a Voodoo card under the hood (you do, 


don't you?). 


UltraHLE Uses Glide to emulate the N64’s Silicon 
Graphics hardware and a frighteningly small program. The 
.exe and .ini files for UltraHLE come in at less than 400K, an 
amazingly small program. The program then allows you to 
change the resolution of the game (Zelda at 1024X768!), as 
well as doing a better job of filtering and blending than 


A) Serre eee ees Seem Peete Seo rome See a SA 


GoldenEye- 
Running at 1024x7ba8 
with UltraHle. 


Nerio bY. 


with UlitraHlee 
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Mario Kent. 
Running at 1024x7ba 
with UlitraHle. 
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Running at LOeux7bs) 


cela See 
unning at 1Oeux7be 
with UltraHle. oe 


Nintendo’s actual hardware. The ROMs themselves are Clog. 
er to the size of the actual cartridge; thus Mario 64 is BMBg 
while Zelda is a hefty 32MBs. While UltraHLE was cool, There 
is absolutely no legal way to defend the product, since 64 
need someone else’s ROM image in order to play a game. 
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Same Story (Kind Of). 


Different Platform i = 


Steve Jobs shocked the Macintosh faithful by intro. 
ducing a PlayStation emulator from Connectix at the pj 
MacWorld convention (sounds like a fast food slogan to me), 
Connectix unveiled its Virtual Game Station and suddenly Mac 
heads were screaming with joy! Games? Games for my Mac? 
Huzzah! Yes, the Connectix product promises some 90% 
compatibility with PlayStation games. Connectix figured they 
were safe because their emu required PSX discs to work 
instead of ROM images. Soon after, they announced that a Pc 
version was forthcoming as well. Imagine expanding your 
gaming potential (or getting gaming potential at all on a Mac) 
with all those cool PSX titles. Don’t wait a year for Final 
Fantasy VII or Resident Evil 2 (or forever), buy it now and 
let your computer play it. Sounded great! 


Gran Turismo. 
Hardware 3D ren- 
dering- 


Gran Turismo. 
Software 3D ren- 
dering- 









_ Tekken c- 
_ Hardware 3D rendering 
at 10¢4 x 7ba. 


Sony, however has been less than/pleased. Recently 
a San Francisco judge issued a temporary restraining order 
(TRO) on Gonnectix. The details are sketchy at this time, but 
apparently the Virtual Game Station uses code a little too 
similar to the copyrighted code of the PSX bios. While this 
case may be resolved by the time you read this, it 
looks good that one day we just might see the 
Connectix Virtual Game Station in stores for the PC. 
For now, Mac gamers can still buy the product as the 
restraining order doesn’t affect product that has 
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’e _ already shipped: 

o 

a Don't haveia Mac? Want to play 3D acceler- 
O 


ated PlayStation games? Bleem!!is an emulator that 
_ purportedly works as well, or better, than the 
Connectix product. Sony reacted/much the same way; 
at the time of this writing (early May), Sony has been 
defeated twice in its attempts to block the product. 
Unfortunately Bleem\was unable to provide me witha 
dis¢ to try their emujout, but'I|hear good things about 
the/product. 
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Jware 3D rendering 
at L0c4 x 7bd- 
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The Bleem! team claims that the product wil 
use D3D) to enhance the graphics of PlayStatio" 
_ games, giving)3D titles the once-over and cleaning U? 

some of the pixelization, adding filtering and allowing 
users to change the resolution of the game. At pre 
time, we've only seen screen shots of Bleem! usin 


3D acceleration, as that feature was not implement 
ediinithe demo. 


One- 
Hardware JD ren- 
dering: 














ae Sony also filed suit against Actionworld over a web- 
site in its Unified Gamer’s Online web family. Dave’s Classics 
complied with the IDSA order to remove illegal MAME ROMs, 
but apparently misjudged Sony’s understanding when they 
allegedly posted the PSX bios on the page. Consequently, 
Dave’s Classics temporarily shut down and made a hasty 
move to anew web host. As this suit is pending, details aren't 


in yet, but we hope that Dave's sticks around for a olaTe Fal fol ye} 
time. 


Emulators Vs. The World 


Nintendo, Sony, Sega and any other software compa- 
nies are going to have to wake up and smell the opportunity 
here. Gamers are sick of being marginalized by whatever plat- 
form they’ve chosen. We want freedom of choice and, like it 
Or not, we are going to get it. Illegally at first, but legally 
eventually. There is a small precedent here. In the early ‘80’s 
Coleco made an adapter that let owners of Colecovision games 
play any of the hundreds of Atari 2600 cartridges. Atari sued 
ETale pl (ol=yam 


Why doesn’t Sony and Nintendo give up and help these 
emulator developers make 100% compatible software, or do 
it themselves? It’s a well-known fact that both the 
PlayStation and the Nintendo 64 are priced low to remain com- 
petitive. These two companies make the bulk of their revenue 
by selling the games, not the machines. You think Final Fantasy 
Vil broke sales records? Imagine if anyone owning a Mac or a 
PC could buy it and play it, too. Make emulators legal and 
everyone wins: both game makers AND gamers. The ball is 
rolling and no amount of money Sony and Nintendo can throw 
at it is going to make a difference. 


And the legal action seems to be more an exercise in 
the wasting of time and money than anything else. Even if 
Sony, Nintendo or the IDSA is successful in nailing one or two 
web sites, a half-dozen others can and will pop up in the space 
of a few hours. Once something makes its way onto the inter- 
net, there is no way to stop it, no matter how many lawyers 
you have or how right you may be. Both Connectix and Bleem! 
approached Sony to get an official license for their software 
and the corporate giant turned them down. That move may 
have been a bad call on their part, as we'll find out in the com- 
ing months. 


Need more info? Here are some legal (at this time) links to get 
you Started. 

MP3: http://www.mp3.com/ 

ISDA: http://www.idsa.com/ 

Connectix: http://www.connectix.com/ 

Bleem!: http://www.bleem.com/ 

(NOTE: Voodoo Magazine and Dimension Publishing do not support the 


use of illegal ROMs or pirated software. The author is totally insane and his opinions 
represent him and only him.) 
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“Wonderfully Twisted.” 
- Computer Games Stracegy Plus 





“The manna from heaven you've beer 
wailing for, . .Requiem: Avenging Angel 
has the look of a winner.” 

- Computer Gaming World 





Requiem: Avenging Angel™ 
immerses you in the ultimate 
battle between good and evil, 
with 3D first-person action 
so intense it transforms “fire 
and brimstone” into “fire and 
reload”. Grab your high- 
powered weapons and blast 
through netherworlds and 
futuristic cities. Encounter 
bizarre characters from all 
over creation. Turn enemies 
to salt, boil their blood, then 
unleash a flesh-eating plague. 
Get Requiem: Avenging Angel. 
Because you're a messenger of 
God. With a high-caliber 


message. 
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Soci 


By Andrew S. Bub 
well paved the way for the success of Starsiege: Tribes 
Dynamix’s masterpiece may be short on atmosphere, but 
gives us a huge world to explore, indoor and outdoor combat 
zones, vehicles, team play, and it supports 32 players ona 
56kbps modem like mine with precious little lag. Troubleis, 
Tribes is strictly multiplayer. Before you write in 
complaining that | missed your favorite, let me 

list the other games that did both well (to the 
best of my meager recollection): Doom, 
Sey Doom 2, Descent, Descent 2, Duke 3D, 
7 Blood, Shadow Warrior, Jedi Knight, Hexen 
AZ 2, Quake, too many Quake mods to mention, 
Quake 2, Rainbow Six, Delta Force, Forsaken, 
Wages of Sin, 






































olfenstein 3D and Doom changed the gaming land- 
Wor forever. The birth of the FPS (first-person shooter) 
genre has had an impact on developers (id Software went from 
nothing to everything in the span of two games), our wallets, 
and the visibility of gaming to the general populace. Titles like 
Dark Forces, Duke Nukem 3D, Descent, System Shock, 
Quake, Jedi Knight, Unreal, and now Half-Life and Thief: the 
Dark Project live large in the memories of players and devel- 
opers, Marketing departments, stock holders and CEOS all 
Want their companies to produce something just as lucrative. 
Sure, this has led to a lot of crap (Trespasser, Island Peril, Evil 
Core all spring to mind) but more than a few gems have come 
to ourhard drives as well. FPS is here to stay... 


Yet, looked at as a whole, the genre has rarely innovated, as 
much as it continually remakes itself in the image 


ofthe last gameto bringsomethingnewtothe _ccsaat 
party. At this time, due to the relative inex- S&S 
perience of the newer companies to bring fax , 
forth FPS goodness, multiplayer code is _{iiesSscais 
weak when compared to the work of the 

master, id’s John Carmack. With Half-Life, 

Unreal, and even more mediocre titles like 
Shogo, Blood 2, Klingon Honor Guard (will | 


ever live that down?) and Sin, the multiplayer has been laggy 
compared to the streamlined code of id’s Quake and Quake? 


With the expected deluge of FPS titles on the horizon, we can 
see that this trend of pleasing one group or the other, butrarely 
both, is going to be reinforced. Many of the coming titles are 
mainly multiplayer, or likely single player. It is the multiplayer 
fanatics who seem to have the most to look forward to inthe 
near future. ItSa good thing, too—they area large, vocal com 
munity. They ensure that a game will be played to death, and 
the net is MUCH quieter when they are happy. 


Se 


(Qune-0 Rig 


etter start with the most significant. i 
Software's creations have always beet 
stunning technology and the fact that the nol 

Y four-year-old Quake is still being played onli 
proves that they know multiplayer. Even if be 
Most significant innovations to happen to multiplaj 








This has created a division between hardcore fraggers (an 
Amy term, short for fragmentation grenade, which also 
means to kill by friendly fire) and their single player brethren 
This division came to light most prominently with the release 
Of Unreal. Solo players were ecstatic to finally have a story 
they could sink their teeth inio (shows how lame shooter sto- 
Ties have been traditionally if Unreal can be called a meaty 
fale), while multiplayer fans were rightly disappointed with 
the terrible initial multiplayer. The division became even more 
Prominent with the release of Half-Life and its brilliant story 
and lagey multiplayer. A Christmas season of brilliant-to- % 
mediocre FPS games doing one or the other, but rarely both, yi 


prolific community. Quake fans created “Bots” (Al control 
players who emulate real life players), “mods” (new weapot® 


& none and gameplay concepts) and “skins” (new looksi! 
= t 


i S&S characters) which changed everything, Game concepts ike 
| Sb - SPECIAL FEATURE 








haven't been brought to us by id, but have been inspired by'S 











Team Fortress, Action 
Quake, Rocket 
Arena, and the now 
standard Capture the 
Flag game all came 
from Quake fans, 
Let's not forget the 
useful utility Qspy, 
called GameSpy, a free program that automatically 
ans and searches for Quake, or other games and servers, 
# d lets you jump into a fast one 24 hours a day! 


now 


idpaid attention to this and realized that as good as their 
Bs have been, they cannot compete with story-driven 
tiles like Duke Nukem 3D, Unreal, and Half-Life. Rather 
than compete, they shocked the game world by deciding to 
gireamiine their focus and turned “Trinity” into Quake 3: 
Arena last June. A multiplayer-only game (which can be 


played off-line with bots) that is sure to offer up not only | 


solid graphics, butalso the very best multiplayer code pos- 
sible. 


The graphics promise to advance the genre (as id always | 


oes), it will feature a single player botmatch for practice 


and there is an enticing rumor (may not be true) that the | 


game may feature a sports flavor. Imagine if this is so: 
'Pper comes around the corner, sees Luscious, unloads 
his shotgun while circle-strafing. Oh! That's gotta hurt, 


ee just frageed his ass with a well timed railgun 
ast!” 


Regardless of the content, Quake is a name that sells, no 
matter what, Since online multiplayers make up maybe 
'St0of ts fan base, one wonders if this move will alienate 
“ngtime fans who don’t frag nightly, Its a gamble, a gam- 
Oe that may pay offand certainly looked like it would def- 
Mitely pay off until. last fall. 








| UNREAL = BETTE 


d's move away from single player invited their compe- 

tition to do the same. Dynamix didi first with Starsiege: 
Tribes, a title that is still doing fairly brisk business. What 
may have the Quake 3 team nervous may be the 
announcement that Unreal is following suit. Of course, 
there will bea single player add-on for Unreal, andafull. | 
blown sequel as well, but Unreal Tournament from Epic | 
Games is set for release sometime very soon (possibly by | 


Domination Match 
mode. Tournament 
Match looks to be 
single player, but 
may be playable in 
teams. Proceed 
through a series of 
challenging levels, 
winning by the number of kills or by holding on to goals 
for a certain time period. Domination Match looks par- 
ticularly interesting: two rival teams face off and seek to 
control various “Control Points” on the battlefield. As you 
hold them, you gain points. You'll also have new 
Weapons, skins, items and a fancy object called the 
Translocator that allows limited teleportation to aid you 
in your devious sneak attacks, Assuming Epic gets the 
multiplayer code right, this could bea contender, provid- 
| ed that Unreal multiplayers aren't already bored by the 
! franchise. 




















FAM FORTRESS2-I SNOP 
JUST HALF-LIFRANYMORE 


he most serious contender to id's multiplayer throne, 
Ti my opinion, is the ambitious Team Fortress 2: 

Brotherhood of Arms, based on the popular, and brilliant, 

Team Fortress Quake mod. Gabe Newell went out and 
hired the TF team and incorporated them into Valve, taking 
what was originally slated to be an enhancement for the 
game and turing it into a separate, whole product. In fact, 
many of us have already gotten a taste with the free Team 
Fortress Classic mod that Valve recently released for Half- 
Life. The game is still as laggy as any Half-Life deathmatch 
(why is itso hard to connect to servers?), but proves whata 
wonderful concept Team Fortress truly is. 


| the time you read this, in fact). Yes, the game that origi- | 
| nally had the worst multiplayer problems is going online- 
only. 


Unreal Tournament will offer advanced versions of the | 
“bots” used in its botmatch feature. Aepaetty bos oy 
appear in the multiplayer arenas as well. New death- 
wath ee and carling advances to the already “best of 
breed” 3D engine ensure that UT will look better than the 
competition (though Quake3's bezier curve innovations 
may win the day). Also offered are standard Capture the | 
| Flag, Assault matches (one team assaults a location while 
| the other defends it), Tournament Match, and the new 


t 


Team Fortress 2 continues the concept of “classes” in play. 
Each member of a team has its own special abilities and 


wuu.vooDoonac.con WfooTOO - 57 














| 
ie 
| 
} 
i 
| 





SSeS ters SHeacmu FST 


Seacim_ 





- SSS VRS SPR Kae wR Sree Kea tTURe Sree Kee TRS SKeiat cea Tue 







work- 

ing together is the recipe 

for success. As of this writing, the 

proposed classes are: Commando, Scout, 

Medic, Heavy Infantry, Rocket Infantry, Sniper, 

Spy and Engineer. Players familiar with TF for Quake 

and the new TF Classic for Half-Life are already familiar 

with the diverse roles that these classes play. Team cohesion is 

a must, and I’ve seen teams of lesser talent in both existing varia- 

tions trounce serious fraggers by working as a whole. A game where 

controversial playing styles like “camping” and sniping are an absolute 

mustis much more fun than standard CTF or Deathmatch any day. | predict 

TF2 will be the winner of the upcoming online FPS war, purely based on 

playability. Provided the lag demons can be kept at bay, Expect ths title to suf- 

fer all sorts of necessary delays (as Half-Life did), Valve knows how to make a 
game work. 


Inarecent interview with Robin Walker, co-creator of the original TF for Quake mod, 
{asked about the one thing | feel multiplayer absolutely needs in order to gain an edge: 
real-time voice support. Naturally, he dodged the question, but his answer is promis- 
ing. “We know that players have more fun when they can easily communicate with one 
another, We've got some things in the works that will rock. We'll say more about this as 
Wwe get closer.” 


FRIGGIN INTO THEPOTORE 


Meee may be all the rage with a small but vocal minority, but single 
player is where it is truly “at” for players like me. Unreal upped the graph- 
ics ante, Special Ops and the much better Rainbow Six added the one-bul- 
let-one-kill lethality and realism, Thief added stealth and patience to the 
party, but Half-Life innovated past all the above by simply being a fully real- 
\ ized artistic vision. After these great late 1998 titles, the big question has 

to be: “What more to innovate?” 


Fortunately, the answer is a resounding “plenty.” Though | found 
Redline to be an uninspired story, its addition of driving and run 
and gunning is a promising start. Wages of Sin added hover- 
bikes to the deathmatch experience, and it proves to be the 

very best thing Sin has given us, What kinds of vehicles 
do you wantto ride in? Me, I'd love to see a marriage 
between LucasArts’ popular X-Wing games and 

their Dark Forces combat. Fly into a war- 

Zone, kill TIEs of all shapes and vari- 
ations, and then land on the 
deck of a Star 















Destroyer 
and perform a little Jedi 
Boarding Trick’ on their Imperial 
asses. 


Hexen 2 offered spell combat, Jedi Knight had 

its force powers and the reason why Requiem is so * 
interesting has to be it's ‘miracle’ powers. Itis tun to dis- 
arm opponents in Jedi Knight with a Force Pull or to turn 

your enemies into a pillar of salt in Requiem. The upcoming 
Messiah from Shiny Entertainment gives you the ability to possess 
enemies of all sorts. Imagine seeing a cool monster, then becoming 
that cool monster. Added powers are definitely in the genre's future. 


Two different titles are coming that add horror to the mix. Both are based 

on gothic style pen-and-paper RPGs. ASCs Werewolf casts you in the role 

of the hirsute Garou (werewolves) and promises to thrill gamers by letting 
you watch your character transform into a beast before your very eyes. Did 
you ever wanttobea vampire? You'll get the chance in the upcoming Vampire 
the Masquerade from Activision. In similar news, Fox's oft delayed Aliens vs 
Predator will be out by the time you read this (read the review on page 64). The 
demos they've released seem a bit lack-luster to me, but the chance to playa 
Ayman marine, Predator or an Alien promises three games in one, and one hell 
of adeathmatch opportunity! 


The gurrent crop of realistic special forces FPS games are all getting sequelsit}_ 


segfns: Rainbow Six 2, Special Ops 2: The Green Berets, and Delta Force 2. Let's 
not forget Mortyr, Imagic’s recently released Nazi basher, dubbed by some 
“Wolfenstien 3D II.” Virtually every other company is jumping on this band- 
wagon as well, with titles like Soldier of Fortune, G.I. Joe, Shadow Company 
and more coming our way. Suffice it to say, FPS has gone real-world in a big 
way! 


Sure to be the most notorious of all FPS delivered this year is Xatrix’s 
Kingpin. Played the demo? What you get are excellent graphics, gangsta 
attitude, killer weapons, gore a‘plenty and seriously offensive violent 
stereotypes. Definitely not for the sensitive and puaranteed to inspire 

at least one Senator's wrath, Kingpin looks like Frank Miller's bril- 

liant noir comic series Sin City, rendered Voodoo style. 
Innovations in this one? Plenty. Recruit thugs to help you out, 

an accurate hit location damage system, pawn-shop style 

re-supply points, and the mellow sound of Cypress Hill 
(why they couldn't get any REAL Gangsta Rappers?). 


Ever play System Shock? That game under- 
sold big time, but there is a very good 

reason why it is so fondly 
remembered by the 
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game reviewer-set: it was 
brilliant. Many of the inno- 
vations we are gaga over 
now originated in that little 
title. Well, now Looking Glass 
studios, fresh from their success with Thief: The Dark Project, is asking you tochal- | 
jenge the evil machine Shadoan again. System Shock 2s, in my opinion, the most | 
promising upcoming title. Why? Pedigree. Looking Glass will not disappoint. | 
innovations include graphics (naturally), wicked Al, some sneaky stuff from Thief, 

anda system that has the evil computer sending enemies to your location. . 


PLAYING FROMT 
PERSON 


hird person is making waves, and it isn’t just about Lara 
Toot ample bosom anymore. Heretic 2 proved that 
you CAN play FPS in third person, and have a fast, good 
time while doing it. It can be just as action packed, just 
as fun. Max Payne will lead the revolution with what 
looks like a killer story involving the Mafia, crooked 
cops and a dystopian NYC to shoot up. | am really look- 
ing forward to Bungie's Oni. Hey, you get to run, gun, 
and execute all kinds of moves typically found only in 
shallow fighting games like Tekken or Mortal Kombat. 
According to Doug Zartman at Bungie (a madman, to be 
sure), you will be able to kick a gun out of someone's hand, 
pepper his mug with your “fists of fury,” knock him back with a 
roundhouse kick and then pick his gun up and busta few caps at his 
fleeing friends. Of course, Drakan: Order of the Flame is looking especially 
interesting. Third person action, anda competent flight model for Dragon aerial | 
combat? Pinch me! Psygnosis? Send me that beta! 


J) radar. This title is as old as 
Unreal it seems and STILL 
isn’t out yet! The main 
innovation, aside from the 
graphics, will be its “portal 
technology,” allowing you to see into one level and back into a separate, but con- 
nected one; sounds like a good idea. The (latest) team recently came forward to 
say the game isn't dead and, given how much things have changed in the past four 


years, Yam sure the game has gone through numerous revisions. Will it ever see 
the light of day? 


When will the sequel to Duke Nukem come out? The Duke team's shift from the 
Quake 2 engine to the Unreal engine last year {amongst other reasons) delayed 
this one forever it seems. The title just may become prophetic! But one thing in the 
game's favor is the character itself. Everyone knows the Duke andhe is sure to upset 
the easily offended. With locales such as Vegas, | can just imagine the 
Strippers and lap-dancers involved. Hide it from the spouse and 
kids and file it under “guilty pleasure.” 
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Then we come to lon Storm. Deus Ex and Anachronox 
look promising, butthis company may die soon after the 
release of the only one that looks remotely finished. 
Daikatanna, of course. It is doubtful that Daikatanna 
.can hope to live up to the buzz that has lasted so long 
(or make back the money put into its development), but 
the idea of Al-controlled companions, time travel and 
one wicked Japanese long sword do look promising. 
Can we count on John Romero for a story? Hmmm, 
Wolfenstien 3D, Doom, Doom2, Quake... These games 
weren't really long on story. So far, the most interesting thing 
about Romero was his offensive “John Romero will make you his 
bitch” ad campaign that backfired in a big way. Daikatana’s main 
character is named Hiro Miyamoto, which is a cool homage to the real world 
Miyamoto, creator of all things Mario, but one of your side kicks is a black guy 
named... Superfly Johnson? | suddenly have the theme from Shaft running through 
| my head. 


WILE BE? 


0! Course, | simply cannot finish this article without mentioning the promising | 
“Where Are They Now’ titles; Prey, Daikatana and Duke Nukem Forever. | 











FPS will always innovate, become more realistic and the graphics show no sign of 
slowing down. Fans will always have to keep up with the tech curve as well. 
Getting the greatest performance out of these cutting edge titles can be expensive 
as each game leap-frogs the one before in terms of necessary hardware. Thisis the 
price of being a dedicated fragger. Pay it well, love it well, and prepare to eat ithard 
if you ever come across me in Team Fortress Classic or any of the upcoming games. 
That's right, Bub is going to make you his bitch! 


Prey has just about disap- 
peared from everyone's 
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Our 3D graphics accelerator performs over 100 billion operations a secon 
something like a mangled fibula with the utmost realism. (If it looks like oatm 


’s gonna look) Our chip is compatible Rie} gazillion games and software applications, so why not 
a 3dfx Voodo03" board, or make sure it's built into your next one. df : 
fx.com. So powerful, it’s kind of ridiculous. 


upgrade your computer with 
For more information, check out our website at www.3d 

















STARSIEGE, 





Glide 
i 4x768 

Supports resolutions upto 102 

3DAudio, 16 players, Joyatick, mouse and keyboard 


Minimum 166/32 megao’ RAM 

@ . 

By love giant robot games. | know the folks at Dypamn hate 
that description; they much prefer a label like vehicular 
action/sim,” but let's be real for a moment. And considering 
that we haven't had a good robot game since the first Heavy 
Gear, the genre is wide open for Starsiege to own. Which t 
does, quite handily. Atleast! didn‘tcall ita mech game, right? 

People have been a bit confused when I've been talking 
about Starsiege, because they automatically assume I'm 
talking about Starsiege:Tribes. The confusion results from the 
fact that Starsiege (the big robot game) was intended to ship 
a few months before Starsiege: Tribes (the team shooter 
game), Both games are related, but Tribes takes place overa 
thousand years past the events of Starsiege. Got it? Now, put 
all that behind you and concentrate solely on Starsiege. 

Dynamix has really knocked themselves out 
developing a history and back-story to complement this 
game, | usually don't like to spend much time talking about 
a game's story; that’s for you to find out on your own. 
However, there is a heck of a lot of work put into the plot (and 
the gorgeous, detailed manual in the box) to keep the game 
more interesting than your average “here's your objective, go 
do it,” action/sim hybrid. Unlike most robot games, where 
the plot is merely implied, Starsiege focuses on the events of 
the game and validates the action with many in-game cut 
scenes. 

The setup runs something like this: colonists on Mars 
have been oppressed by the forces of the Imperial Police, the 
long arm of the law extending from Earth, The colonists lack 
the weapons and materials neccessary to stand up for 
themselves against the well-armed “Imps,” until they 
discover a lost cache of alien weaponry. Suddenly, the 
Martian rebels have the requisite firepower to turn the tides 
of battle. The Empire, none too pleased with these 
developments, sends a detachment of Knights to Mars to put 
down the rebellion. Just as the Knights arrive, a new problem 


























atises. The Cybrids, the race of artificial intelligence that 
caused all the problems in the first two EarthSiege titles, are 
back after a long absence. The Cybrids’ desires are twofold: 
the conquest of Earth and destruction of the human race. 
Needless to say, the sudden arrival of humanity's greatest 
enemy puts the fighting on hold, as the rebels and Imperial 
Knights suddenly find themselves flung together against a 
common, more deadly, foe. 

| have a simple criteria that | use to judge most action 
games. For me, the shorter the amount of time it takes 
between starting a game and blowing something up for the 
first time, the better. | also award extra mental points if those 
explosions are particularly well done. Starsiege gets bonus 
points across the board. The advent of 3D acceleration 
means that giant robot games are no longer the slow, 
plodding things of the past. And since Dynamix took the time 
to write Starsiege in Glide (good call, guys), not only is the 
game fast, but the beams, blasts and explosions are 
particularly rewarding. There's plenty of action in the game, 
so even those of us with extremely short attention spans 
remain riveted to the screen. 


Did | mention that Starsiege is drop-dead gorgeous? Not 











only does Glide impart fluid frame rates, but it also means 
that the visuals are going to look as clean as possible on 
Voodoo technology. Be prepared to forget MechWarrior 2 
and Heavy Gear's flat, single-colored terrain, basic 
geometrical robots and cube-like structures, The models are 
nicely detailed, but the textures that wrap around them are 
sheer genius. Bright, vivid colors (in a variety of fashionable 
styles, Imight add) really make the HERCs stand out from the 
dusty landscapes of Mars, As Tribes has already shown most 
of us, the 3D engine running the current Starsiege titles is top- 
notch, Its great to see a company developing an established 

franchise with an entirely new technology set, instead of 

trying to bank on the code written for the previous game 

(although | think even Dynamix would laugh at the idea of 
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This accelerator-required game shous us exactly why sivty-foot 
tall rohols hold such an attraction to the average geeky gainers with 
the right Lechnology, these habies can cause some serious damage, 


trying to re-use bits of EarthSiege 2 code in 1999), 

Since preschool, it’s been obvious that | Don’t Play Well 
With Others. This carries over to video games, where I'm 
usually loathe to deal with wingmen or lancemates or 
squadmates or whatever else you want to call the computer- 
controlled morons who are often more trouble to utilize than 
they're worth. I've found them to be of much greater help in 
this game than in most of the sims I’ve played lately. In fact, 
there's almost no way to complete the later missions without 
relying upon your squad for back-up. As wave after wave of 
Cybrid HERCs come pounding over the hillsides, you'll really 
be glad that you've put your four Veteran pilots on free-fire 
mode. 

Starsiege is all about jumping into the pilot seat ofa fifty- 
ton tank with legs and blowing the crap out of the surrounding 
scenery. As such, there are quite a few more controls than you 
might be used to if you're more a fan of first-person shooters, 
but the scheme is not overwhelming by any means. The 
Starsiege team realized the need to support just about any 
possible control configuration, so they created a massively 
configurable control panel. I've found that a bastardized 
combination of MicroSoft Sidewinder Force Feedback Pro, 
three button mouse and keyboard work best. I've completely 
changed the button configs around to suit my tastes and I’m 
now totally happy with the way | can pilot my HERC. I've been 
using the Sidewinder with my left hand, which is sorta odd 
since the stick is specifically designed for righties. As a result, 





































l've managed to leave a near-permanent groove on my left 
hand from the right-handed thumb rest. Perhaps it's time to 
check into a new joystick. Even though this configuration may 
seem slightly wacky, itgives you the ability to pilot your HERC 
with the joystick while aiming with the mouse, which should 
help ease FPS fans into the complexity of driving a fifty-ton 
walking cannon. 

If Starsiege can be dinged for anything, its that the giant 
robot combat genre hasn't been radically redesigned or 
changed much with this offering, Sure, the level of PC 
technology and 3D acceleration means that the game is much 
more visually exciting and moves much faster, but its still 
essentially the same type of game we were playing five or six 
years ago. Not that this is bad, mind you; if it ain’t broke, 
blahblahblah, right? ‘Sides, if Dynamix had changed the game 
too much, pissy little game writers (like, say, me) would 
probably complain that Starsiege isn't enough like 
MechWarrior 2. Sometimes there's just no pleasing us 
hardcore gamers. The only other quibble | have with the game 
is the propensity for HERCs to crumble like a pile of blacks 
when they're destroyed, instead of blasting apart in a fiery 
cascade of chunks and particles (something which 
MechWarrior 3 looks like it might do better). 

As | said at the beginning of this review: | really love giant 
robot games and Starsiege is an exceptionally well-done 
example. This accelerator-required game shows us exactly why 
sixty-foot tall robots hold such an attraction to the average 
geeky gamer: with the right technology, these babies can cause 
some serious damage. The awesome visuals are also 
complemented by the great 3D sound effects, which add to the 
action and give your subwoofer a serious workout. While 
Dynamix has brought a greater sense of story to the genre, 
they're sticking to the tried-and-true giant robot mechanics of 
the games of yore. But, this is not necessarily a bad thing. 
While Starsiege is no first-person shooter, it is very much 
action-oriented (you don’t have.to worry about heat 
management, for one thing), while still giving sim players 
plenty of things to tweak, 
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ALIENS VS. PREDATION | 


= 


Direct 3D 

Supports resolutions up to 1024x768 
Keyboard/Mouse, 16 players online 
Minimum Pentium 166/32 megao' RAM 


@ 

By spent close to $200 on the out-of-print laser disc 
version of the Director's Cut of Aliens. | bought the 
Predator DVD the day it was released. | pre-ordered 
the Aliens Collection DVD the moment it was 
announced, then sat around for four months and 
patiently waited for it to ship. I've even considered 
buying a replica pulse rifle from one of those 
Hollywood prop shops (way too much money, 
though). James Cameron is a genius, Sigourney 
Weaver is one tough action hero and Arnold 
certainly doesn’t make ‘em like he used to. There is 
absolutely no reason that | should not have loved 
every second of Aliens Versus Predator, but the 
amount of frustration the game piled up on me | 


quickly overwhelmed my enthusiasm. Fae. 
Gas 


So you can be a human, but it’s a short life. 
hitting your eyes and wiping out your field of vision. 


Since humans lack the built-in viciousness of an 

alien or the advanced technology of a predator, you 
Colonial marines evidently don’t get much jump 
training in boot camp, however, since falls greater 


have to mostly rely on your feet to get you through 
the levels. Running like hell is not only a good idea, 

than six feet will take a significant chunk of your 
health. 


it's a required course of action throughout most of 
the human missions. As a marine, you have an 
at es and ee uon sensor to help you Aliens fare better. Faster, tougher and stronger 
with the incoming xenomorphs, but you cannot than the marine and the predator put together, the 
use both at the same time for some reason. The black bioweapons do a hell of a job ripping humans 
bummer is that your motion sensor is not always as a new one. However, Rebellion has placed 
helpful as you'd want it to be, often giving false explosive barrels all through the alien levels in order 
echos or not picking up aliens above you. Weapons to keep you from wildly and randomly swingin 
are real hit and miss as well. The flamethrower is your claws. If Descent makes you nate S 3 : 
recaseue aliens live for a while after they've away from playing this creature. Your spider like 
ees 50 3) Pree to pound on you even if climbing abilities will have you swarming up and 
y re wreathed in flames. | did like the smartgun, down walls and ceilings without any hesitation. The 
alien is also super-fast, zipping through levels like an 
evil rocket. In what can only be described as a 


Which comes packed with a heck of a lot of ammo 
and sorta tracks on incoming aliens, which comes in 

merciful act, the alien takes no damage from falls, no 
matter what the height. 


handy in spots where the glare of a strong light is 
The predator is more balanced, in my opinion, 


r) Jaf J MLE EZ Z than the other two characters. He’s much more of a 
Mage 


P ZB ey hunter, relying upon his cloaking ability and 
- various vision modes, as well as his superior 

; technology. Your primary weapon are the wrist 

blades, which can be used to claw, slash and 
decapitate enemies. Nailing a human with a clean 
headshot with the spear gun will sometimes reward 
you with the sight of your target's skull stapled to the 
wall. The best weapon, by far, is the disc, a razor- 
sharp frisbee that will carom off walls and take out 
multiple opponents if thrown correctly. The predator 
also gets bonus points for collecting “trophies” from 
its victims. The coolest part of the game are the 
Here multiple vision modes, each of which 
is a ecils use (targeting humans, targeting 
lens, finding your disc once you've thrown it, etc.) 
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\ killer license for a video game indeed, but 
ane doesn’t quite live up to the legacy. 


the gé 








There is a very nice artistic look to AvP, with all 
sorts of Unreal-style halos around lights, 
transparencies and very detailed textures, but you lose 
much of it in the pitch black areas which make up the 
majority of the levels. In fact, it gets so dark most of the 
time that you can’t even see where you're going. 
Rebellion helps you around this handicap by 
providing each species alternate (or, in the predator's 
case, several) types of vision. The alien has a “hunting” 
vision, which is a monochrome view; the human 

marine is equipped with an “image intensification” 
rig (basically a set of night vision goggles) and the 
predator, of course, has several types of vision 
available, including low light, electric, infrared and 
the false color display you undoubtedly remember 
from the movie. But even with these extended visual 


displays, the game still remains maddeningly dark. 


The creepy, cinematic feel of the game is also 
shattered by the odd animation of the characters. 
While the environments themselves look pretty darn 
good, | was often troubled by the creatures | was 
fighting. The aliens jump around unrealistically and 
are stiff and jerky, moving from state to state without 
any intervening animation, like a flip book. The tiny 
facehuggers, which appear with almost no notice and 
scuttle around with virtually zero animation, will kill 


you with one shot. 














Despite the snafus with the graphics, the 3D 
sound in the game is truly amazing. Every sound effect 
from the movies has been included, from the 
predator's snarl to the alien screams to the chatter of 
the colonial marine’s pulse rifle. AvP is a showcase for 
3D sound; wear your headphones while you play the 
game and you'll be greatly rewarded. 

Don't bother looking for a quick save key; it’s not 

there. AvP is very mucha console design in spirit, like 
Goldeneye, the Nintendo 64 game. Asa result, you 
cannot save while in the level; each time you die, 
you're forced to begin from the start. You end up doing 
the same thing over and over again. And over and over 
and over. Running through the same level a zillion 
times can be incredibly tedious and can cause a lot of 
unnecessary foul language to be directed towards 
your system. It's obvious that Rebellion wanted to set 
up their game like Goldeneye to defeat the “save 
anywhere” mentality of PC gaming, but Aliens vs. 
Predator doesn’t have nearly the same clean design or 
playability. Hell, even the original Dark Forces would 
save at certain points in the level and people 
complained about that even back then. 


While | really, really wanted to love this game, it 
just wasn’t doing it for me in the end. The console 
mentality that was brought to the design really took 
away from the playability of the gameplay. Although | 
did not have the chance to give multiplayer a spin, | 
expect that aspect of the game to be a lot of fun, 
yers learn the ins and outs of each 
species. A killer license for a video game indeed, but 
the game doesn’t quite live up to the legacy. If you've 
played the initial demos, take heart in the fact that 
Rebellion has fixed many of the problems with the 
physics of the game, so you don’t skate around as 
much, but movement is still somewhat unnatural (and 
the aliens are hard as hell torhit). Ultimately, AvP is a 


especially as pla 


good game, nota great one, with a lotof flaws. 
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CX-WING ALLIANCE! 


Direct3D 

Supports resolutions up to 1024x768 ; 
Joyatick, Mouse, ard Keyboard Required, 8 playera multiplayer 
Minium 20OMHz CPU, 32 megs o' RAM (3D hardworerequired) 


y the time this review hits the stands, my guess 
is that every one of you will have seen Star 
Wars: The Phantom Menace. Twice. Actually, 
it’s probably safe to say that most of you will 
have embraced the geekier side of the Force 
and succumbed to multiple viewings. Your 
desks now awash in Darth Maul action figures, 
you will be tempted to forget the original films 
and instinctively gravitate towards anything 
that is emblazoned with an Episode 1 logo. But 
before you journey down the quick and easy 
path, LucasArts has one last surprise in store for 
you: X-Wing Alliance, the stellar finale to the 
X-Wing trilogy. 

Trilogy? Some may argue that there are 
actually four titles in the X-Wing series. 
However, | will always argue that X-Wing vs. 
Tie Fighter is more akin to the “Star Wars 
Christmas Special” and therefore it should 
suffer the same fate of being stricken from the 
official Star Wars Universe. Lacking any single 
player storyline, X-Wing vs. Tie Fighter lacked 
the soul of Star Wars and quickly faded into 
oblivion. But where X-Wing vs. Tie Fighter 
failed, X-Wing Alliance soars. 

Dropped into the cockpit of a Correllian 
YT-1300, you take on the role of “Ace” 
Azzameen, a hotshot pilot working in the 
family’s interstellar trading business. Soon the 
Azzameen shipping business becomes the 
target of a very hostile takeover by the rival 
trading company, the Viraxo. Forced to choose 
between taking on an Imperial Star Destroyer 
or high-tailing it out of the sector, you head for 
the deep space and the Rebellion. 


bb - REVIEW 


Spanning the time period from “The 
Empire Strike Back” to the end of “Return of 
the Jedi,” your stint as a pilot places you in 
every Alliance craft available in the Rebel fleet. 
The X-Wing, Y-Wing, A-Wing, B-Wing and Z- 
95 Headhunter must all be mastered as you 
battle your way through the 50 missions 
leading to the climatic battle above Endor. In 
addition to your missions for the Alliance, you 
are occasionally called away on “family 
business.” Taking command of a_ rather 
familiar-looking Correllian freighter, you and 
the remaining members of your family seek to 
even the score with the Viraxo and the Empire. 

While it may seem at first glance that most 
of this seems like pretty familiar ground for an 
X-Wing game, the enhanced 3D graphics of X- 
Wing Alliance bring a distinctly cinematic feel 
that seems to change everything. All ships, 
regardless of class, are rendered with enough 
graphic detail to bring a tear to the most jaded 
fanboy’s eye. Turbo lasers now tear into 
Imperial craft, causing them to shear apart in 
brilliant explosions that will have you 
screaming “Woohoo!” Torpedo hits to the hull 
of Imperial cruisers now pockmark the surface 





All ships. regardless of class, are rendered with 
enorgh graphic detail to bring a tear to the most jaded 
fuiboy's Cyc. 


with damage and enemy craft disabled by ion 
cannons float in space surrounded by an electric 
blue glow. Sound and music are, as always, top 
notch with support for 3D sound technology to 
ensure that you hear the roar of the Tie Fighter in 
the vacuum of space. However, all this glitz and 
flash does come at a price. Running X-Wing 
Alliance at its full glory requires that you have at 
least a Pentium 300+ and a Voodoo 2. And | 
consider that to be the bare minimum. 

Tactically, things in X-Wing Alliance are 
now a bit different. Gone are the days when 
small groups of Imperial fighters attacked an 
equally small number of Rebel forces. Swarms 
of Tie Fighters now engage X-Wing fighters in 
intense furballs. Large numbers of capital ships 
now enter the battles, and so coordinated 
attacks using your wingmen are more important 
than ever. Especially when you face some of the 
larger ships of the Empire — most notably the 
massive Super Star Destroyer. : 

Like X-Wing vs. Tie Fighter, X-Wing Alliance 
features a full set of Multiplayer options. Internet 
and LAN Games with up to eight players are 
possible and you can even create custom single 
player and multiplayer scenarios using the 
Skirmish Mode. Unfortunately, LucasArts is 


once again herding players in the direction of 
the Microsoft Gaming Zone, instead of creating 
a GameSpy-esque engine which would allow 
players to search the entire internet for a game. 
Simply offering the ability to manually type in 
an IP address is somewhat simple these days 
and it's sad to see LucasArts give up so much 
control over its own product to Microsoft. One 
can only hope that LucasArts gouged the hell 
out of them for it. 

Like any series of games, the X-Wing titles 
have had the luxury of being polished over the 
years. Over time, continued solid design and 
programming have worn away most of the sharp 
edges from previous products until nothing now 
remains but silky smooth goodness. X-Wing 
Alliance did ship with a few sound and scripting 
bugs that should have been caught before they 
went out the door, but these are minor 
annoyances. X-Wing Alliance is more than a 
fitting finale to a legendary series. 
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LANDS OF LORE 


Glide 
Supports reaolutions up to 1024x768 

q Moune, keyboard. 

Minimum Pentium 166 w/32 megs ‘oRAM 








tie developers estimate that Lands of Lore Ill is 
good for sixty hours of gameplay. That's more than 
two full days of your life gone forever. That's 3,600 
minutes you never get back. Save yourself. It's not 
worth it. The only appeal in this title would be to 





you get the drift. The graphics and layout in each 
world are all as creative as the names themselves, 


















someone who: 1) has never seen good graphics =a ae 3 it - 

before: 2) has never played an adventure or role is it really a coincidence that LOL is also ea ae 1Ge\ahe eae sort-of 3D-ish 

slaying game before and therefore never been ay internet abbreviati © “oral ) ocre voice acting and repetitive music. 

P spot 6 Bat Te araleepamdeorelenes mitt a 1 ‘ alion for “laughing out To be honest, the music didn’t seem all that bad 
OLe : until I’d been playing for hours on end. Though it 






changes to fit the situation, there’s not enough 
variation for the sheer length of this game. 

As you explore the various realms, don’t get 
too caught up in the fantasy world and forget to 


| save often. The auto-save feature is fine, b 
= : ine, but the 
unnatural all the way through — it looks like the smallest interval you can set it at is five minutes, 


title; and 3) is very, very patient as far as load times 
and system crashes are concerned. 

InLOL3 (is it really a coincidence that LOL is 
also an internet abbreviation for “laughing out 
loud”?), you take the role of Copper LeGre, a part- 


person shooters, you'll feel like your character is 
injured or disabled in some way. 

It’s too bad the graphics don’t compliment the 
interface. The world of LOL3 is blocky and 
















































































































4 } Dracoid guy who is the nephew of King Richard, 
ruler of the land of Gladstone. In the beginning of game is built on a graphi i i 
3 graphically inept version of the ichi 
a ‘ the game, you, your father and your brothers are Tomb Raider engine. For east woods near me isn't adequate, You have to save frequently 
ET on a camping trip when your party gets flutters around the screen spouting a short, Gladstone Keep are unnatural constructions of tree- eee ule (es Geiss — ella [ie 
le | ambushed. Your family gets butchered, leaving repetitive repertoire of quasi-humorous lined corridors, and the leaf canopy looks more like Baal vourey of testing 7a noncsligreant 
i | you heir to the throne, and your soul gets stolen comments — and if it’s female, it has the grating a camouflage neuune other cee are horribl enema iol eles gantoei am 
5 to boot. The main quest of the game is to get it voice of a mall chick.” Familiars help you in your pixilated, the textures are repetitious and the fi ni free will. (Don‘ttake that statement the wrong way: 
139 back, and todo s0 you'll have to kill monsters and quest by fighting by your side, finding ingredients of view warps when you a up and down y | Gomstenthy yearned ie eal the game, but ! had to 
i engage in lots of ledge jumping. for spells, explaining the significance of magic Uy When you find the paces cave, you’ play it to write this review.) The game sets up its 
‘ie First, you're encouraged to join a guild by items, or doing other good deeds, but believe me, informed that he’s left your dimension for onde pallid tales ere eS ee hee 
TG oe from among the fighters’ guild, the if your familiar gets killed, you're not gonna be he was leaving, though, he aectlettally opet d relly Rs aca 
Pl clerics’ guild ages’ gui fi : i 2 . used by Windows. i 
L guild, the mages’ guild and (if you can find heartbroken. Piet portals to other, mystic realms. You have to close Yer niet Sco 
3 it) the thieves’ guild. Your choice determines After a short prologue in which you make the portals b findin ehardetan fenlinnron wale want to rebuild this 300+ meg file the next 
3 which skills you'll develop and what spells you'll your way back to Gladstone Keep after the a one ae its Reta Satie Gon fine tte ie I seni up. That always takes a while, and 
be | have at your disposal. LOL3 is just loaded with ambush, your quest begins. Upper Gladstone is main st ts As fk ite 50 does tHe foadmewe uy ouimovevtom oie 
| 5a spells, at least fifty by my count, allowing you to supposed to be civilized, but you're free to run itemtiel esta ae i se eS ae ne 
=f light your way, attack your enemies with various around the town and smash every barrel you Tho “ih | d enti sta 
s ) elements, heal yourself, and beef up your familiar. encounter (they're everywhere!) and take cliche of RPGs e sath! aay ane ual Re onel ts a py Gyccenr a 
—% Your familiar is the other thing you get from whatever you find. When you've smashed ) : itl [Ree IMIS cue se elle ENS you'te also an anal retentive collector, you'll 
2 the guilds. Judging from this game, the definition enough barrels and checked out the guilds, it’s ae os et Massive dose ol v2 pletion nese) piekiupraicopy Chis imiuea 
> of familiar is “a really annoying little fairy that time to head out into the woods to look for the jumping; the|Underworld) a:laythe Dimension eh might want to check it out if you fit the criteria 
24 Dragon Oracle or Draracle (ed. not. — What the the Unclenel afc mies Gou act ie ata mentioned in the beginning of this review. If 
Nol. King’s Quest: Mask of Eternity); the Frozen Wastes, however, you're searching for something with the 














hell), who, according to the advice from various 
sources, will probably be able to help you find 
your soul. 

_The first-person interface is pretty smooth, 
easily accepting Quake-style controls and 
allowing you to set up shortcuts to your favorite 
spells and inventory items. You're equipped with 
a deep purse for your inventory, a journal 


iw 


which houses the monster infested White Tower — 


(Sr 


quality of Balder’s Gate, the Ultima games or the 
King’s Quest series, you won't find it here — all 
you'll find are a few cliches that Land of Lore III 
happens to share with those, and many other, 
superior titles. 
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complete with an auto-map anda scratch pad for 

notes. The combat system is intuitive, too; you can Pustisrer A (Graphics | 9 |) 

arm melee and missile weapons, and when you Westwood Studios HD 
Darter Y Sound | 






meet a baddie you right-click on it. You'll 
automatically attack with the appropriate 
weapon, depending upon the range to your 
target. The downside is, you're asked to engage 
in quite a bit of combat, but the character control 
is slow and imprecise. If you're used to first- 









Westwood Studios Gameplay | 4 |) 
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Glide 
Supports resolutions up to 1024X768 

q mouse & keyboard, 16 player MP, 3Daound 
Minin 133/32 megso’ RAM 


ye | will strike down upon thee with great 
vengance and furious anger those who attempt to 
poison and destroy my brothers. And will know my 
name is the Lord when | lay my vengance upon 
thee” 
— Samuel L. Jackson quoting some junk 
from the Bible before shooting up the room in Pulp 
Fiction. 


We'te living in a post-Half Life world now, 
there's no getting around that simple fact. No 
matter how long a game has been in development, 
no matter how much blood, sweat and tears a team 
has put into their game, if it doesn’t match up to 
Valve's baby, there’s just no room at the table. 
Requiem is an odd duck in that many ways it falls 
well short of Half Life, yet it still manages to offer 
an enjoyable, entertaining game. 

The subject matter is unique enough to be 
intriguing: you become Malachi, an angel 
dispatched from Heaven to do battle with the 
Fallen, a group of bad angels lead by Lilith, who 
are attempting to enslave humanity. The Fallen 
have used their heavenly powers to control the 
governments of the world, turning the entire planet 
into a dark, authoritarian police state. The Fallen 
are somehow using the first interstellar starship, the 
Leviathan, as a means to their ends. If Malachi 
cannot stop the Fallen, then Armageddon will be 
instigated. And no one wants that to happen. 

In many ways, Requiem feels like a high-tech 
3D version of a console game. Hear me out. | 
mean this in a positive way, since PC games still 
haven't quite reached the fine polish of their 
console brethren. The inventory and angelic power 
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system is lifted straight out of a million good 
Nintendo and Sega games and brings another layer 
of intricacy (without being confusing, let me add) 
to the 3D shooter control. NPCs will direct you on 
your way, setting simple tasks for you to 
accomplish (find a certain person, acquire fake ID, 
etc.) as a way of pushing the game forward into the 
next area. 

While everyone (including us) rightly praises 

Half Life’s usage of non-player character contact, 
Requiem goes one step further. Sure, in Half Life 
you could “talk” to the random scientists and 
security guards, but you weren't really interacting 
with them. In Requiem, you can talk to just about 
anyone who isn’t actively shooting at you. Now, 
whether that person actually has something 
interesting to say isa whole ‘nother ball of wax, but 
most often the NPCs that you run across will have 
a few sentences to spit out. 

Requiem’s twist on the FPS genre (besides the 
Biblical scenario) are the Divine powers that you 
earn during the game, which act much like Dark 
Forces Jedi tricks. There’s three categories of Divine 
power: Offensive, Defensive and Interactive. 
Offensive powers range from the typical fireballs- 
of-death (Exorcist, Pentecost, Lightning), to a 
Plague of Locusts, Bloodboil and Brimstone. One 
of the most creative attacks I’ve ever seen, To Salt, 
literally turns the target into a pillar of salt, The 
effect is way cool: the target creature freezes, all 
color leaches away and then the black and white 
leftovers slowly crumbles away in a drift of 
Particles. 

‘ Less work has been put into the weapons, 
mcg eel 
h auncher, railgun, sniper rifle 








The delay in the prodvct'’s release has definitely 
hut it in Comparison to some of the other recent 
similar lilles, but it's still an interesting game. 


and one of the worst grenade launchers I’ve ever 
used in a game. 

3DO has done a smokin’ job creating snazzy 
character models. In fact, the models may be one of 
the highlights of the game. The armored soldiers that 
make up the majority of cannon fodder in the game 
are sharp and the models’ blockiness, which is 
usually detrimental to a game's visual presentation, 
is used effectively to create the impression of thick 
armor. They’ve even managed to incorporate 


animated textures into the models, so their lips 
m move as they speak to you. The environments fell 


kinda flat in comparison to the models. It’s not that 
the areas are poorly designed or rendered, it’s just 
that they feel a bit sterile and don’t have the lived-in 
feeling of an actual urban environment. You can’t 
really interact with much in the game; there are 
certain types of boxes to break and buttons and 
switches, but there is no way to damage or effect 
most of the set pieces. 

The 3D engine is nice, especially since Cyclone 
spent a lot of time creating their own first-time 
proprietary code (as opposed to licensing stuff from 
id, Epic or Monolith). There's plenty of ooh-aah 
colored lighting effects and the textures are sharp 
and colorful. There’s even a Glide-version of the 
game to placate the howling minions of 3dfx 











junkies. 
_ In my Voodoo 3 3500-equipped P2-300, | had 
quite a frustrating time wrestling with Requiem. It’s 
a testament to the design that | kept returning to the 
game despite the numerous crashes | encountered. 
The out-of-the-box version of the game would lock 
up at odd (inconvenient) moments for no obvious 
reasons. | was completely unable to use the sniper 
rifle because anytime | zoomed in on something, the 
game would run completely out of sync and hard 
crash. | also discovered early on that anytime | hit 
ESC to go to the menu to save, when | returned to the 
game, the lighting had become totally screwed up, 
resetting to absolute black across the face of half the 
textures (which I could fix by activating Holy Light). - 
3DO has explained this to me by saying that their 
testing on Voodoo 3 had been done on early 
iterations of the drivers and the game wasn’t quite 
matching up with the final ones. In any case, 
Requiem is one of the few titles I’ve come across so 
far that has had hiccups with my V3. Heck, it turns 
out that the game won't even run on the ATI Rage 
Pro and has problems with some TNT cards, so | 
guess that’s not so bad after all. 
If 3DO had delivered Requiem in the pre- 
Christmas season, | think it would have fared much 
better in the hearts and minds of PC players. The 
delay in the product's release has definitely hurtit in 
comparison to some of the other recent similar titles, 
but it’s still an interesting game. Ultimately, 3DO has 
created a strong addition to the FPS genre. Requiem 
is not ground-breaking by any means and if they can 
iron out some of the bugs on the Glide side for us 
Voodoo 3 owners, it is definitely worth picking up. 
If you'd like to get a good sense of Requiem before 
you play it, go rent the DVD ofThe Prophecy” and 
imagine Christopher Walken’s bad angel Gabriel 
with a machinegun. ‘ 
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"JANE’S FLEET CO 


Glide 

Supportareaolutionsto 1024x768 
Keyboard, mouse, 4 players multiplayer. 
minimum Pentium 200, 32 mega ’o RAM 


@ 

a would be hard to believe that Jane's Fleet 
Command is aJane’s game at first glance, were it not, 
of course, for the title. There’s something missing, 
something that’s appeared in every game bearing the 
name of the international military data house: a 
cockpit. Okay, i688 didn’t have a cockpit either, but 
ithad a con tower. The point is, in JFC, you're not at 
the hypet-realistic helm of a military vehicle. 

Something else is missing, but it’s not as 
tangible. This title has most of the elements familiar 
to Jane’s fans: authentic military vehicles, real world 
scenarios, weaponry familiar to any Tom Clancy fan 
(sorry, wrong developer!), and a handy reference to 
the war machines you'll encounter. What else could 
you ask for? 

The other element that’s missing from this game, 
that’s found in abundance in the rest of EA’s 
remarkable Jane’s library, is the fun. 

JFC plops you into the spit-shined boots of a US 
Navy commander, It’s your job to give the orders to 
send a naval task force into a hot zone to quell some 
sort of international incident. You can engage in 
single missions, which are hauntingly similar to the 
news headlines of the past decade, or embark upon 
a campaign that takes you through a near future 
scenario in which Russia and China rise up to 
conquer the world, 

_ Each mission gives you a ship or a small fleet of 
ships to command. There’s an incredible selection of 
ships, including destroyers, cruisers, submarines and 
aircralt carriers, and you also have access to any 
aircraft aboard them, Most of the ships pack a 
is copter or two, but the carriers are loaded with 
Navy jets like F/A-18 Hornets and F-14 Tomcats and 
a cadre of other planes and torpedo-toting 
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tasks, such as wiping out enemy fleets, striking Iraqi 
chemical weapons plants, protecting civilian ocean 
liners and simply moving through a heavily 
protected strait. The four-legged campaign is linear, 
so if you get stuck on a mission you'll either have to 
cheat or find something else to do. 

__ The real-time interface is a study in military 
efficiency, which isn’t surprising considering that 
Sonalysts, the company that developed this title, also 
develops software apps for the Navy. That's both 
good and bad: good because the interface, though a 
tiny bit inaccessible at first, is pretty damn snappy 
once you've logged a bit of time with it, and bad 
because the game doesn’t feel like a game at all; it 
feels like a training exercise. And even though the 
interface is efficient, your units don’t seem to have 
much in the way of Al — you have to constantly 
baby-sit each one, 

You can toggle the main screen between a 2D, 
overhead map and a 3D view that follows the 
selected, or “tethered,” vehicle in your fleet. The 3D 
graphics have the unpolished look of a Jane's game 
from two years ago and the frame rate is choppy, 
even on a P2-300 with dual Voodoo? cards. | can’t 
imagine how it would look on the minimum system. 
Luckily, you don’t need the 3D view at all — there's 
an option to disable it entirely — but without it the 
game is graphically unappealing. 

ae ie view shows the location of ships, 
pianes, helicopters, other vehicles, and unidentified 
radar contacts in the standard NTDS (Naval 


Technical Data System) symbols, which are squares, 


gee and other fun shapes with short lines 
i Ing out of them to show the direction the 
vehicles they represent are facing. You can beautify 


helicopters. You're ordered to complete all kinds of 








There are limes, though, that it feels impossible to 
verform your baby sitting duties while carrying out the 


nission objectives. 


the display by replacing the symbols with icons, but 
shortly after you do you'll realize why the Navy 
doesn’t use them. The symbols are designed to convey 
alot of information about each vehicle at a glance (the 
direction it’s traveling, whether it’s friendly, enemy or 
neutral), and the icons are designed to be, well, cute. 
You select vehicles from the 2D display in the 
same point-and-click manner as seen in other RTS 
titles. Once a vehicle is selected, you can right click it 
for an orders menu, which differs based on the vehicle 
you've selected, or move the cursor about the map, 


(ae) where it changes to indicate default orders based on 
SEY whatever it encounters. For example, if you select a 


plane and move the cursor over an unidentified blip, 
the cursor will change into a little eye, then you can 
right click to order your plane to go and identify the 
bogey. There are four tutorials included to help you 
master the interface. 

The missions themselves are both challenging 
and tedious. In traditional RTS style, you have to 
monitor everything in the theater at once or you'll end 
up with idle vehicles. That can be a big pain in the 
butt, though. Say you've just launched four F/A-18s 
from your aircraft carrier, paired them into two groups 
(which you can assign to a number key, also in 
traditional RTS style), and sent one pair off to identify 
a bogey and another pair inland to take out an enemy 














































airport. The bogey turns out to he hostile, so you now 














need to order the first group to engage — otherwise, 
it'll just patrol the area. While you're doing that, the 

other group has just flown right past a SAM site eS 
without stopping to take it out (because they won't 

unless you tell them to) and now one of them is 

already down. As you're ordering his wingman to 

double back and kill that site before it shoots him 

down, too, you realize there are cruise missiles 
converging on one of your destroyers, which, of 

course, won't try to take them out unless you 
specifically order it to so. For each missile. You'll get 

the feeling you're in charge of McHale's Navy. 

A fat percentage of the scenarios are not 
winnable if a certain one of your ships becomes @& 
heavily damaged, so you can’t take your eyes off of 
that ship. There are times, though, that it feels 
impossible to perform your baby sitting duties while 
carrying out the mission objectives. Imagine the 
frenetic pace of Red Alert or Starcraft without the 
graphical touches that make them fun. What’ left is 
pure stress, and most of us get enough of that from our 
day jobs. 

Up to four players can engage in a multiplayer 
sea battle. There are seven multiplayer missions 
included, and each player chooses one a pre- 
designed task force. By nature, multiplayer gaming Is 
fun simply in that you know you're going up against 
human beings — that effect works in FC, butit only 
lasts a few minutes before you realize it's still the 


same, tedious game. 
ican see the appeal of this title to sim fanatics 

who are turned off by the sci-fi nature of your average < 
RTS. It’s well made, barring the 3D animation, and 
there are plenty of missions. There's even a full, well- 
documented mission editor included to extend the 
replay value. If you miss the 6, methodical SS! games 


of old, this might be y imate RTS for you. 
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‘REDLINE. 


Glide 

Resolutions upto 1600x1200 D3D, 1024x768x16 Glide 

Mowre, Keyboard, Joyatick, forcefeedback, multiplayer, 16 players 
Minimum Pentium 200, 32 megs o’ RAM 


G rab your gun, shoot the bad guys, jump into a car and drive 


toward victory. Sounds like a dream. In previous games we 
could do one or the other, but never both. Redline marks 
the first attempt (at least | think itis) at marrying the over- 
the-top vehicular combat of Interstate ‘76 with the FPS 
shooter craze best represented by Half-Life and Quake. 

However, due to some failings in the interface, story, 
and depth department, Redline doesn’t even come close 
to matching up to any of the aforementioned games. It isn’t 
that Redline is a terrible game, it just lacks the finesse and 
artistic touches that separate a game from the bargain bin 
and the “Best Of” lists. 

The story involves a Mad Max future world, where 
car riding gangs of mutants and humans terrorize the 
countryside, vie for control of territory and extort 
protection money from the populace. In the opening 
movie, we learn that the “good guy” gang, “the Company,” 
hasn't been seen ina while and the evil Red Sixers have 
come to exploit their absence. Carnage ensues, but you 
are ready. Hop into your ride and give ‘em what for! 

As interesting as the story may sound, it really never 
engages, due primarily to terrible voice acting and cliched 
plot twists. Your mentor is the leader of “the Company” 
gang and he comes across as a rip-off of I76’s Taurus. 
Fortunately, the missions he sends you on are twelve of the 
st interesting missions I've ever seen. Multiple goals, 
ample time behind the wheel and on foot, large levels and 
death-dealing as you go. We aren't talking X-Wing 
Alliance quality, but they engage nonetheless, 

Sadly, it’s the control interface that drags the game 
down from the perch the mission design almost put it. 
uth is, there is no comfortable way to have complete 
control of your car, and the “on-foot” aspect is similarly 
out of whack. | tried using my Sidewinder joystick for 
driving ahd the standard keyboard-mouse configuration 
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for ‘on-foot’ (you can separately configure any controller, 
or map keys on the keyboard, between driving and 
running), but | encountered a bug with this process, one 
that may be limited to me. When my joystick is plugged 
in, [lose total control of the mouse with this game only. So 
| stuck to a keyboard/mouse configuration for both styles 
of combat. 

Configurability is one thing, control is another. 
Despite the hugeness of the levels, the car combat comes 
across as a little unsatisfying. The Al is programmed to 
circle strafe you with brutal efficiency, and sadly the best 
tactic you have is to switch to some sort of homing ammo 
and back yourself up to a wall. This works well. 
Occasionally you fight hapless victims who are on foot, 
and you are able to run ‘em down Carmageddon-syle. The 
‘on-foot’ interface is standard, but less responsive than 
we've seen in better shooters. Sadly, there are no death 
animations at all. The enemy is standing then, bang, the 
enemy is lying on the ground. Ho hum. 

Interesting weapons, state of the art graphics, the 
drive or run options, and excellent missions weighed 
against a lame plot, poor voice acting, and problematic 
control interfaces... makes for a game that is hard to fully 
condemn, but equally hard to recommend. 
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ver since Spectrum Holobyte's Vette debuted on the PC way 
back in the early ‘90's, we've been teased with the possibility 
ofa driving game where you had complete freedom to go just 
about anywhere in an accurately and realistically detailed, 3D 
modeled, real-world city. While there have been a few tries at 
producing something so ambitious (Midway's terrible PC port 
of San Francisco Rush, which came packed-in with Quantum 
3D’s Raven Banshee card comes to mind), no game develop- 
er has been able to recreate the thrill and experience of bar- 
reling through a familiar urban environment at break-neck 
speeds (complete with pedestrian-packed sidewalks and con- 
gested city streets) while allowing you the ability to map your 
own route to the finish line. This is where Angel Studios, 
Microsoft Games and Midtown Madness come in. 

Being that this is a video game and notsome 3D driving 
simulator or virtual encyclopedia trip through Illinois, the 
emphasis in Midtown Madness is on racing. In the game, 
players must blast through more than 80km of roads, short- 
cuts, neighborhoods and sometimes even buildings to beat 
the competition. Of course, the developers haven't made it 
easy for you. Ever-changing traffic, weather effects, unpre- 
dictable pedestrians, a very diligent police force, smart, com- 
puter-controlled opponents, and a number of hair-rasing 
scenarios make for some tough and challenging gameplay 
that, unfortunately, is almost too difficult to master. 

Before we get to the meat and potatoes of the review, 
allow me to touch on some of the features included in the 
game. For starters, Midtown Madness offers up a variety of 
game modes, which include Cruise — the ability to just hop 
ina car and take a leisurely drive around the city, Waypoint 
— where you race against a circuit of eight other cars in an 
effort to drive through all of the strategically placed check- 
points before your opponents do, Blitz — follow a trail of 
checkpoints to the finish line while racing against the clock, 

Circuit — complete a set number of laps on charted courses 











throughout the city, and Gold Rush — which features three 
types of Multiplayer races: Free-for-all, Cops vs Robbers and 
Robbers vs Robbers. In each of these three scenarios, you 
must first find a gold bar sitting somewhere in the city, and 
then get it back to your hideout/bank without getting robbed 
yourself. There are a total of ten licensed vehicles to choose 
(from the new VW bug to a ‘68 Ford Mustang Fastback), and 
you can even pop in your own music CD after the game has 
initially loaded. 

Graphically, Midtown Madness is outstanding. But, 
unfortunately, only those with the highest of high-end com- 
puters will be able to experience this game in all of its glory. 
On my Pentium Ill 500/Voodoo 3000 at home, it ran like a 
banshee (pardon the phrase), butona P1300 with the same 
Voodoo 3 card at our offices, it sputtered and choked like an 
old, run-down Pinto. Add to that some of the highest difficul- 
ty ever found in a racing game (your car takes on massive 
amounts of damage every time it hits another vehicle, road- 
side object or building, leaving it a pile of scrap sometimes 
within the first few seconds of the race) and really, really 
touchy control (you can tweak and adjust the steering sensi- 
tivity, but after repeated attempts with little to no luck, | gave 
up), the game ends up being an exercise in frustration rather 
than a fun experience. 


















T 


MIDTOWN MADNESS 








\ Greg Off 


aid miei A Ae! 








Pras  crapnics OL 


Microsoft e 

Devetoer a iD 
Angel Studios rnaiiD 
Author f 





suse coommenee veo WooPoo - 75 







1 len a TAP ed 


wis Me! oe! th el oe | 


ae | e_| PRIA IE 


‘aula ‘pil siete hel! 


































Nb - REVIEW 


EI 
DAWN OF ACES 1.3. 


Direct 3D 

Supports resolutions up to 1024x768 
Keyboard/Joyatick/Moure, 200 playera online 
Minimum Pentium 133/32 megs o’ RAM (D3D) 


@ 

Bi must admit a certain paternalistic pride in the current 
flourishing of iMagicOnline’s multiplayer World War | 
flight simulation, Dawn of Aces. Shortly after reviewing 
WarBirds 2.01 for Issue 3 of Voodoo, | was invited to 
participate in a closed beta testing of the then-fledgeling 
game. Consisting of little more than 6 vintage aircraft — 
the Sopwith Camel, SPAD VII and Bristol F.2B for the 
Allies; Fokker Dr, Halberstadt CLI! and Albatros D.Va 
for the Central Powers — and a battlefield over which to 
fly and crash them, DoA brought to mind the simple 
ferocity of the old Sierra Network’s Red Baron Online, 
but with startling new D3D graphics. | was hooked 
instantly. 

Shortly thereafter iMOL opened DoA free to the 
public and less than a minute after the arena went up 
176 rabid WWI fans were online thrashing it out over 
the battle-scarred trenches of 1917 France. There was 
little to do back then (in the game, of course, not in 
history) but pick a side, pick a plane, pick a field from 
which to fly and then hurl yourself into the mosh pit that 
inevitably erupted midway between the two closest 
opposing fields, 

Unfortunately, iMOL chose to convert DoA to Pay- 
For-Play prematurely, resulting in the rapid 
disappearance of most players and leaving a small but 
enthusiastic core element of early aviators with paying 
accounts. 

By their very nature, online-only games are more 
responsive to player suggestions and demands and DoA 
has slowly evolved according both to the plans of its 
designers (WarBirds’ Dale “Hitech” Addink and Doug 
“Pyro” Balmos) and the passionately petitioned pleas of 
its loyal supporters who continued, in effect, paying to 
beta-test the seriously bugged software. 

There followed an extended Free Promotional 
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period during which a large number of “newbies” were 
once again introduced to the eccentricities of wood- 
and-canvas, rotary-engined flight (most with the crutch 
of Easy Flight mode enabled) before the long-awaited 

Version 1.3 was released to an almost unanimous sigh 

of ecstasy. With a few minor but irritating exceptions, 

the newly unveiled Dawn of Aces (technically 1.30r1) 
is now the full-featured wartime scenario that devotees 
have been clamoring for. 

The game's original historical configuration — two 
opposing sides, the Allies and Central Powers, with 
aircraft availability limited to those of your chosen 
nationality — has given way to an arcade-like arena 
where three color-coded countries (Red, Gold & Purple) 
hash it out using any plane they like. This situation is 
universally despised by the purists who migrated to DoA 
because it was different from WarBirds (and AirWarrior, 
for that matter). DoA was, and hopefully will be again, 
a more lovingly rendered and refined reminder of the 
chivalrous days of early air combat. Still, even in its less- 
than-perfect form, DoA isa welcome respite from the 
recent onslaught of World War Il combat simulations. 

__ Added to the flight line in DoA 1.3 are four new 
aircratt: the Fokker D,VIl, SE5a (complete with 45 
degree-up firing Lewis gun), SPAD XIII and LZ-30 
Airship —read “Zeppelin” (and all that entails!) 

_ Also new to this version is the ability to spot 
artillery from the 2-seater craft and Zeppelins. Enemy 
airfields may be closed and captured by calling in 
ane pele tire or dropping bombs from an LZ- 

; then landing at the closed field and exiting your 
plane (good luck landing the Zep). While the historical 
context of this activity is less than zero — a situation 

eee and unfairly exploited by the hated 3- 

Ty setup — it gives the game more strategic depth 
than simply dogfighting to the death over and over and 





Persistence pays off when the gasbag erupts into 
| great balls of fire and plummets helplessly to the 


| ground (as do zeppelins). 








over (and over). 

Balloon Busting, once lamely consisting of shooting 
out the observers’ gondola, now crackles with danger as 
flak explodes around your slashing incendiary passes 
while the ground crew winches the balloon down into 
their field of fire. Persistence pays off when the gasbag 
erupts into great balls of fire and plummets helplessly to 
the ground (as do zeppelins). Destroying a balloon 
disables its “radar” capability, visible only on the map 
while in the control tower. 

In much the same fashion as WarBirds’ heavy 
bombers, DoA’s zeppelins are not the easy targets they 
appear. Not only are they able to rapidly outclimb the 
fighters, venting ballast in an unexpectedly elegant 
graphic flourish, they're suspiciously tough-as-nails and 
provide a seriously stable platform for 6 Parabellum 
gunners, each manned by an individual player or the pilot 
(and however many crew members tag along for the long, 
slow ride) jumping to any unoccupied position. 

Graphically, DoA must be seen to be believed. 
While a 2-D mode is available (looking much like 
SimGuild’s simple Flying Circus), the accelerated D3D 
mode provides an astonishingly realistic terrain, 

extending as far as the eye can see with none of the 
fudging haze that cripples RB3D's situational awareness. 
Like WarBirds, DoA serves up glorious sunrise and 
sunsets, throwing subtle shadows and brilliant highlights 





















































on your cockpit views as your position relative to the sun 
changes. 
Flight models, while still being hotly debated in the 
DoA newsgroup, are as faithful as can be imagined, @& 
requiring a steady hand and plenty of practice offline. 
Unlike RB3D, there is no modeling of gravity-fed 
carburation, so your engine won't sputter out in negative 
G maneuvers, but | gladly forgive this concession to 
gameplay over “realism”. Gyroscopic procession has 
been increased to realistic levels (or so they say) and a 
“blip throttle” (the engine's strictly on or off) added to the 
Sopwith Camel and Dr.l. 
The gunnery model in version 1.3 (also implemented 





in WarBirds 2.6) is “the most accurate we have released” 
according to iMOL, with bullet dispersion, drag and 


ballistics having been further detailed to accurate levels. 

While the future of DoA (and WarBirds) may be in 
question due to the mass resignation of staff members 
unwilling to relocate to North Carolina following the 
closure of |-Magic’s Texas and Florida offices, the fact 
remains that Dawn of Aces is the best WWI flight 
simulation available at the moment. It may lack RB3D 
and Flying Corps Gold’s immersive single-player 
campaigns but online it’s like a genuine stream of bat’s 
piss (Monty Python fans will know this simply means that 
itshines out like a shaft of gold when all around is dark.) 

What makes DoA such a joy to fly is the good- 
natured attitude of most of its participants and the friendly 
competition among its many squadrons — some 
historically based (like the 94th Aero), others just plain 
silly (like mine, the World Famous White Penguins — 
http:/Avww.calanasw.com/wfwp/). 

If you want to experience dogfighting in its very 
purest form, by all means check out the new Dawn of 
Aces. The software is free (download from 
www.imagiconline.com) and online play is now only 


$9.95 per month. See —_> 
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1 Glide 
| Supports resolutions up to 1200x1080 
Keyboard, mouse, A3D, 4 players multiplayer. 
‘ Minimum Pentium 200 w/ 32 megao’ RAM (3D HW required) 
*! 
4 | ae as you read this, the real-time strategy genre is being 
y drop kicked into the third dimension. Myth | and Il, 
1 Warzone 2100, the upcoming Dark Reign sequel (see 
| page 37 for a preview) and Machines, Acclaim’s latest 
i attempt at an RTS title, are all made up of polys, and 
_ hey’ 5) Q a fly, ° 4 * ° * 
they kta eh - Ue sonieee mae Wachines docsn't advance ils genre and, without its 
j in the future and concerns two “races” of robots, each ) flair, it WOL Id quickly get lost in the pile. Remember 
1 operating under the direction of a controller. They were KKND2. anyone? 
"7 originally sent into separate regions of space to terraform : 
" planets for human colonization, but when the humans pace and human factor in the multiplayer game that gives 
| never showed up, the controllers continued to terraform Machines its value. Machines’ multiplayer game is diverse, 
j more and more planets. Eventually, the two factions offering three modes of play: Normal, which is the 
j made contact and each demanded that the other cede. standard, build-a-base-and-build-an-army affair; Battle, 
} When neither controller would, the only logical course which gives each side a fixed group of units and diverse 
of action for each was to build weapons and kill the objectives (for instance, there’s a campaign in which one 
other. player is under siege and the others try to take his fortified 





position); and special, which contains a couple of 
interesting but off-kilter scenarios, such as a battle inside a 
space station that resembles a Quake map. Even single 
player skirmishes, in which you engage in multiplayer-like 
games against two to four computer controlled enemies, 
are more fun than the single-player campaign. 


witness different areas. 

The basics of the interface will be familiar to RTS 
veterans. You can select units by left-clicking, select 
multiple units by control-clicking or band boxing, group 
units for quick selection with the number keys, issue 
special orders through an interface next to the main | 





Its premise might be interesting, but the actual game 
shows little originality over 2D RTS fare. The crux 
involves collecting a resource and using it to construct a 
base and build an army, then to advance your weaponry 
through research. 

My first impression of the game was “Myth in the 
























eee of ah MY eee downward window, and so on. Certain aspects of Machines’ attempt Machines’ machines are fabulous. The unit animation 
pete Bon a nicky eel sit i Heels ata 3D RTS interface are really frustrating, though. For is breathtaking; even if you're not interested in the game, 
Tea larel ee ae a 3 thm) f t bani one, you can’t look up or down unless you're in the first- it's worth downloading the demo just to see the four-legged 
Riis: building tie o TS person view. In the top down POV, the view angle is fixed Reapers gallop around the terrain. The daunting Knight 
of three points of view: the Tanne bes f alevel ghar 40 degressn the ground level view, itSalways units glide with malignant authority, The gigantic Gorilla 
fetends ripe ve Cee li Bae fg ae the ground. Since you also can’t zoom the top- is, for my money, the coolest RTS unit in gaming history. 
one of your units — but from this BV Ra a na View very far out, you'll constantly wish you could Not only does the lumbering robot fire powerful missiles, 
effectively command the rest of yourarmy. You oe i angle It upward a bit to see farther out in front of your italso smashes the ground creating shock waves deadly to 
see a small portion of the battlefield at any fiheso: ai vice : ey Mae oi pein ee enemy and friendly units ete Me inet ay ae 
have to scroll your POV about (or, in the case Hache econdly, Machines’ method of handling the fog of sea-going machines, the airborne units look like giant 


bees, giving the game a funky, surrealistic gloss 
reminiscent of Scorched Planet. Unit Al is adequate, but 
sometimes the machines take questionable paths to their 


destinations. 


War is annoying and inconsistent. When you scroll 
Outside of areas your machines have explored, the screen 
fuzzes out like a TV losing reception. That's fine, except 
sometimes you can see things in the distance through the 
ground level view which, if you scroll over to inspect 
them in the top-down view, the screen fades out. Damn 
is that annoying! 
It seems that all of the interface woes could have 
been solved by being faithful to the very nature of 3D 
graphics: allow the camera to float freely about the 3D 
world and twist, turn, and pan to the player's whim. That 
technique works in the otherwise inferior Warzone 2100 
and it could have worked here. aa 
, mee and originality complaints aside, 
achines is an engrossing game. The single-player 
campaign is linear, but its missions are better than those 
i aa titles. They offer interesting challenges that 
ay away from -style gibberi 
: Bel ae style gibberish of Red Alert and 


Of course, like most RTS games, it’s the frenetic 








person POV, pilot the unit you're commanding) to 
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Unfortunately, the design of the base structures 
doesn’t show the same creativity; the seeding pod (the 
main base unit) looks like a football cut in half crosswise, 
the ore mines look like oil wells, and other structures, such 
as factories, research facilities and defense turrets, are 
indistinct. 

You're given a fair amount of advanced options that 

save you from having to constantly monitor each unit. For 
instance, you can set the initiative of each unit, which tells 
it how aggressive to be in attacking enemies without your 
orders; and you can tell factories to send new units to a 
certain point on the map as they're built so they don’t 
clump up in your base. You can’t, however, assign 
waypoints to your units, movement formations aren't even 
mentioned, and while you can order one or more units to 
patrol a region, the patrol path can only have two points 
between which the machines will move back and forth. 
There's no way to tell them to patrol a more complex area, 
such as the perimeter of your base. 

You have the option to specialize in one of two 
research paths — more powerful projectile firing 
weaponry, or longer range beam weapons — or you can 
research both at once, at the cost of slower advancement. 


This gives the game an added level of strategy that almost 
makes up for the disappointing fact that there's only one 


“race,” and therefore only one master set of units. 


Machines doesn’t advance its genre and, without its 
3D flair, it would quickly get lost in the pile. Remember 
KKND2, anyone? That said, its clever animations, 


seductive graphics and solid gameplay do earn ita look, 
le quickly as other 3D RTS titles 


but watch for itto grow sta 
bring tangier punch to the party. 











A technical note: at the time of this writing, the 
Machines CDs were incompatible with TrueX based CD- 
ROM drives (such as the Kenwood Multibeam 40X and 
59X drives). Acclaim was working on a solution. If you 


own one of these drives, makes 
corrected before purchasing this game. 
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Glide 

Maxresolution: 640x480 

Keyboard, mouse, analog joystick, DOS mode sound 
Pentium 166, 16 megro' RAM 


S., right here if you haven't ever heard of this game. 
Turn off your computer, put this magazine down, and 
go back to the shack in the woods where you've been 
living for the last ten years. 

Through its long, rich history, Battlecruiser 3000 
AD has enjoyed several incarnations. It's been the most 
famous vaporware game ever (in development for 
seven years and hyped throughout), the most 
notoriously dysfunctional release ever (at one point, a 
weekly fix was promised until the game actually 
worked), and finally the most patched, reworked game 
in history. To his credit, designer Derek Smart has stood 
behind this opus throughout its long road to a stable 
release — although, for a while, his Internet flames 
against some of the critics of the original, non-working 
release resembled the ranting of amadman. Who could 
blame them? The 1996 Take 2 version didn’t work, and 
to recommend it to anybody would probably have cost 
a reviewer his job — not to mention that he probably 
would have gotten lynched by a mob of angry gamers 
on his way to pick up his unemployment check. 

The fully reworked code in this release is stable, 
finally allowing critics, gamers, and the contingent of 
rabid cult followers that’s collected in the game's wake, 
to experience Mr. Smart's vision. 

It's OK. 

| suppose I should elaborate. There’s a deep well 
of appeal in this complicated game, but it’s buried in 
understandably old code and a not-very-under- 
standably horrible interface. The learning curve of 
BC3K makes this less of a game, or even a sim, and 
more of a career path. While | can definitely understand 
how a game as layered and open ended as this one will 
take some time to master, an intuitive interface would 

shave that time considerably. There's a little manual 


a 
P14 


included in the box, but most of the documentation is 
online in the form of PDF files, which you'll have to 
either print or memorize to truly understand this game. 
A few tutorials would have been most appreciated. 

Though BC3K requires Windows 9x, there’s plenty 
of legacy code. That means, among other things, that 
you'll have to endure a sound setup routine and make 
sure your audio card’s SoundBlaster compatibility is up 
to par. Because this is a re-release of an old title, that’s 
understandable, but it’s still inconvenient. I'd rather be 
wondering if a game will support my sound card’s 3D 
API, not its legacy capability. 

If you can conquer the interface, which may or 
may not be possible, there's a lot to do in BC3K’s 
universe. No game has ever even attempted to match 
the sheer scope of this one, and the results are mixed. 
Unlike other space games, BC3K doesn't focus on any 
single aspect of the space sim genre. The effect is 
mixed: there are dozens of aspects to this game, but 
none of them received enough attention to be done 
particularly well — most of modules in this game are 
merely serviceable. There are so damn many, though, 
that most players will be entertained despite the flaws. 

Upon starting a new game, you must choose 
between three modes of play: Xtreme Engagement, Free 
Flight and Exploration and Advanced Campaign Mode. 

If you want to like this game from the beginning, 
don ‘tstart with Xtreme Engagement. It's an arcade style 
mini game that tosses you into the cockpit of an 
interceptor (a small fighter ship), and lets you blast away 
at enemy ships while reveling in how weak and ugly 
the engine is. This game's strengths lie in the other 
modes, not here, 

Bilis een ae a eee Tee) 
traditional, mission-based var id Free Fightand 
and Free Flight and 





The 1996 Take 2 version didn't work, and to 
recommend it to anybody would probably have cost a 
reviewer his job... 


Engagement is wide open: you're given a Battlecruiser 
and sent off on your way to uphold the laws of the 
Galactic Command (or GalCom — sort of like the 
Federation). Another version of this mode is called Free 
Flight and Exploration Mode (Insurgent), in which you 
commandeer a battlecruiser and go rogue, opposing 
GalCom or doing whatever the heck you want. 

Each game puts you in the commander's chair of a 
big, fat ship not unlike one of the Enterprises — except 
your battlecruiser is outfitted for war. At your disposal is 
an array of weapons, a tractor beam, a small fleet of 
fighters and shuttles and an artificially intelligent crew to 
make them all work. 

You can do as much or as little as you wish to 
accomplish your goals. For example, you can pilot the 
battlecruiser and/or any of its support ships, or you can 
allow Al pilots to do the dirty work while you give the 
orders. You can follow orders and finish missions, or you 
can spend time trading through an interface reminiscent 
of the old 8-bit game, Elite. You can enter planets’ 
atmospheres and dogfight (although there seems to be 
about 10 feet between the cloud cover and the ground of 
any given planet). 

No matter how dirty your fingers get, though, you're 
always responsible for the well being of your 
battlecruiser. For example, you'll have to keep track of 
your supply of spare parts in case the ship gets damaged. 


| Commiink/Lop = 








If necessary, you have to dock for repairs at a friendly 
space station. You'll also have to watch the amount of 
ammunition you have for several different types of 
missiles. The reward for being a good commander by 
protecting GalCom interests and destroying enemies 
comes in the form of experience points, which in turn 
lead to promotions. Working your way up through the 
GalCom ranks earns you command of multiple 
battlecruisers; you can even reach the lofty rank of 
Supreme Commander and command all of GalCom. 

The BC3K universe is a persistent, living 
environment. There are over a dozen alien races, each 
with its own attributes. Each of the races will react 
differently to your presence, should you enter its space. 
Relations between the races is fluid, changing as the 
game progresses, so it’s best to keep up on current events. 
To further complicate matters, each race is made up of 
several castes, both aggressive and passive. For the 
countless hours I've put into this title (30-40, at the very 
least), it barely feels like I’ve gotten started. 

The admirable depth and scope of the BC3K 
universe kept bringing me to the same thought: it’s a 
shame it's not part of a better game. I'd like to see a more 
intuitive way to keep track of the events on your ship and 
inthe universe, and a totally reworked interface. I've put 
in more than enough time to contend with a reasonable 
learning curve, and I’m actually pursuing a successful 
career as. a GalCom commander, but that damn interface 
continues to confound me. 

Asa reissue, Battlecruiser 3000 ADV2.0is a fair buy 
for twenty bucks. Be warned, though: devoted fans of 
Descent: Freespace or the X-Wing series will be 
disappointed if they expect a similar experience from 
Battlecruiser. BC3K requires a massive investment of time 
and thought just to learn it, ten times that to get the most 
out of it, and a good measure of patience to get past its 
dated graphics, poor sound and unwieldy interface. 
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Supports resolutions upto 1024X768 
Gamepad, Joystick, and Mouse, 2 players 
Minimum Pentium 200 MHz, 32 megao' RAM 
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J ust when you thought baseball games couldn't get any better than last 
years’ Triple Play 99, EA Sports has done it again with their Triple Play 
2000. With improved graphics (if you can believe it) and smarter 
gameplay, TP2K is bar none the best baseball game for the PC. Even 
though the game still has its annoying glitches, you can't help but 
admit that TP2K is an extremely fun baseball game to play, 
TP2K comes packed with gameplay options and extras to get 
even the most jaded gamer psyched to play. TP2K features four modes 
of play, including single game, season, playoffs and the newly- 
formatted Home Run Challenge. This year’s Home Run Challenge 
takes players back to the home run derby days of the ‘40s with one- 
on-one competition to determine the winner, With Season Mode, the 
CPU-controlled teams will make trade offers to the player and to each 
other. TP2K also processes approximately 1,300 stats per player. 
Aided by STATS Inc, the depth of information is impressive, to say 
the least. 
The first thing you'll notice right when you load up the game is 
TP2K's graphics engine, Last year’s game Was undoubtedly the best- 
looking PC baseball game and TP2K continues this tradition, EA 
Sports has incorporated MLB player facial expressions into the game 
engine, so you can watch players react to rally-killing strike-outs or 
monster home runs. Players will see gestures of triumph and 
frustration and all the litle details that fans of EA Sports have come to 
expect, like gum-chewing pitchers. EA Sports’ poster-boy for TP2K , 
Sammy Sosa, even does his trademark kiss to the sky aftera homerun. 
Gameplay has always been a top priority for any EA Sports 
game and TP2K definitely has it down. EA Sports has added some 
nice touches to the interface to give it a more realistic feel than 
previous versions of the game, For example, TP2K utilizes a new 
batting control which gives the player increased precision and 
accuracy with more points of contact in order to pull the ball, drive 
itto the opposite field or swing for the fences, Players can also vary 
their swinging levels and can open or close their batting stance for 
finer bat and directional control, : 


TP2K introduces a new control method this year with mouse 
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control, Players can use the mouse to play in-the-field, bat and throw 
pitches. For pitching, using the mouse is excellent. Players get to 
precisely place pitches where they want them via a nice overlay on 
the screen. On the flip side of things, swinging at the ball, 
baserunning and especially fielding with the mouse was an exercise 
in patience and tolerance. Do yourself a favor and stick to the 
gamepad. 

Where Microsofts Baseball doesn’t support multiplayer games 

over the Internet, LAN or modem, TP2K does. Although play is limited 
to two people, the fact that you can play someone over the Internet 
is pretty cool in itself. 
Asmentioned early on in this review, even though TP2K is the 
best PC baseball on the market at the moment, it stil has its share of 
glitcnes and faults. However you want to define them, they're in 
there, and the sad part is, 2 simple patch won't fix any of these, 
Another point to mention is the dorky ball trail and cheesy sound 
effects. A fielder throws the ball and you hear this “whoosh” sound, 
like its going 200mph. And probably the most ridiculous sound of 
them all is the big explosion you hear when you hit a homerun ora 
deep fly ball. . 

Even with its flaws, Triple Play 2000 is the PC baseball game 
most fun to play. The graphics and fast gameplay make for a great 
game, even against the computer. Combined with excellent control 
and in-depth features, TP2K hits this one right out of the park. 
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WW: made players take notice of last year's Microsoft Baseball were the 
graphics and 3D engine. Right when you startup the game, its obvious 
that the game's graphics have been greatly improved, With over 2,500 
polygons per player, therealism and smoothness of the animations is star- 
tling, You can actually see the players’ faces and read the names on the 
uniforms. MS Baseball 2000 features new animations, including jump- 
ing at the wall, running scoop of grounders and even throwing on therun. 
Last year’s game lacked quality animations and its nice to see that Wiz- 
Bang! has addressed these issues and have developed a baseball ame 
worthy of purchase. 

Without a doubt, gameplay features and variety of play options are 
definitely lacking in MS Baseball 2000. Actually, if you really think about 
it, every Microsoft sports game is lacking in these areas, Oh well, what're 
you going to do? MS Baseball 2000 features (we use the term “features” 
loosely here, folks) three, count’ em, three modes of play: Single Game, 
New Season and New Playoffs. There is a “Play Today’s Game” option 
which is kinda cool. It will bring up any given day’s games and you can 
pick which one you wantto play. In addition, there'sa Home Run Derby, 
buti’s more of a bonus than anything. It doesn't compare to Triple Play 
2000's Home Run Derby. There is no Create-A-Player or Dynasty Mode 
to be found in this game, since you can't draft players in MS Baseball 
2000. There isn't even a General Manager mode where you can sit back 
and call the shots and have the computer play the game for you. 

The overall gameplay has been improved over last year’s game as 
well. In addition to three difficulty settings: Rookie, Veteran and All-Star, 
Baseball 2000 now features scaleable levels of control for the game. The 
level of control can be switched from basic batting (where most actions 
are timing based) to Intermediate or Advanced Batting. Even seasoned 
veterans ofthe sport of computer baseball will find the Advanced Batting 
a great challenge. There are the usual options for assisted fielding throw 

ing and running. Another nice feature of the game isthe variety of cam- 
era angles, From behind the pitcher to the sky box, there are enough 
camera angles to make anyone happy. Although some of the home run 
camera shots aren't as exciting or adrenaline-pumping as in Triple Play 
2000, the game does its job quite nicely. Stat racking is also well done 
































in M5 Baseball 2000. Players can get ratings for players on batting, pitch- 
ing, hits, home runs, etc,, as well as on-base percentage, slugging per- 
centage and stolen bases. 

Aswith all computer games, MS Baseball 2000 definitely has its 
share of faults. One big one is lack of online support (c'mon, where's the 
Zone support’). MS Baseball 2000 allows two players to play on the same 
computer, but no support for LAN or the Interet. With almost every other 
sports game out there supporting online gaming, not having itis a big no- 
no. Another area for improvement has got to be the play-by-play com- 
mentary. Microsoft assimilated Arizona Diamondbacks announcer Thom 
Brennaman to do the play-by-play and his performance is anything but 
extraordinary. Triple Play 2000 definitely has Microsoft Baseball 2000 
beatin that category. 

Another key point to mention is that MS Baseball 2000 and Triple 
Play 2000 both have that cheesy ball trail. At east in MS Baseball 2000 
you can turn the damn thing off, but in Triple Play 2000, you can'tand 
you're stuck with it. Bottom line, even though the graphics don't quite 
compare to the brilliance of Triple Play 2000, the graphics in MS Base- 
ball 2000 are still top-notch. 

So is MS Baseball 2000 the best baseball game for the PC? Not 
quite, however it comes very close, Aside from the game's shortcomings, 
itsa solid baseball game overall, and if you think about i, for only $20 
you get a great game with excellent replay value Microsoft has hit a 
homerun with this one. 
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® 84 - REVIEW 


or most of us, there is no creature more eerily terrifying than 
an undead human being (I happen to find live human beings 
pretty horrifying, but | digress). Lurching perversely toward you 
with unseeing eyes, clutching fingers and an unholy appetite 
for human flesh, the living dead represent such a primal fear 
of the commonplace rendered incomprehensible that even 
H.R. Giger’s biomechanical beasties pale by comparison. 

The heart of this sequel’s residing evil is once again 
Umbrella Incorporated, those fine purveyors of G-Virus 
genetic mutants. Arriving together in Raccoon City to suss 
things out are rookie cop Leon “don’t call me Isaac” Kennedy 
and Claire “don’t call me Isaac either” Redfield (sister of RE1’s 
Chris “Isaac” Redfield). They immediately split up so that you 
may play as one of them, then play again as the other, with 
objects and events affected by the first character's actions. 

Think “Alone in the Dark” meets “Half-Life” and you've 
got some idea of how creepy and immersive RE2 can be. The 
wind howls, carrying with it moans of the undead and the 
mocking of crows while the musical backdrop throbs 
ominously with what sounds suspiciously like the soundtrack 
from John Carpenter's “Prince of Darkness.” 

Zombies are apt to get up after you've “killed” them, 
even with a couple of crossbow bolts lodged in their necks. 
You'll have to keep shooting them until the telltale pools of 
blood spill across the floor, accompanied by the spastic 
twitching of their prostrate bodies (with or without heads). 
Even the dopey mutants manage to raise a hackle or two, 
especially when they crash unexpectedly through the ceiling, 

Of course, the game can also be irritating and silly. The 
script and voice acting aren't as comically bad as the original 
RE’s, but you still get to hear such immortal lines as, “Don't 
shoot! I’m a human!” and “Zombies Rule!” (just kidding on 
that one). There's an incredible amount of backtracking 
through endless corridors — borrowed, no doubt, from every 

episode of Dr. Who—to unlock doors with far-flung keys, and 
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your progress can only be saved at the occasional typewriter 
if you have an ink ribbon with you. 

There's the usual combination of logical and pointless 
puzzles and, as always, doors made of some alien material 
impervious even to rocket launchers and the wicked GE Mini- 
Gun (like Minnesota Governor Jesse Ventura used in the movie 
“Predator.”) Oh yeah, and Boss Monsters. Stupid bloody Boss 
Monsters. Don’t get me started. 

Its called Resident Evil 2 “Platinum” because you not 
only get the Original RE2, but an enhanced version of the 
Original with “new surprises” (called Arrange Mode), Extreme 
Battle (beginning near the end of the game, work your way 
back to the beginning playing any of four characters), hidden 
characters, a gallery of illustrations and an RE2 Windows 
desktop theme, complete with screen saver. 

You can even choose to play entirely from the CD — no 
HD space required other than for saved games — with little or 
no performance degradation (though either way, the wait for 
doors to open and stairs to climb seems interminable) 


___ Of course, what clinched it for me was the proper 
identification, at last, of Claire's submachine gun as a MAC- 
11, not an Uzi, as Lara Croft so ignorantly calls it (she actually 
uses two MAC-10s), Come to think of it, Claire’s ponytail 
wiggles when she walks, too... 
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Ae a blessed absence for a couple months, real-time strategy (RTS) 
games are back. Thank goodness for that break we got, because it was 
getting out of hand. Acclaim’s Machines, and now Eidos’ Warzone 
2100 enter the fray, representing the new vanguard, that of fully ren- 
dered 3D units and terrain, Warzone 2100 is nothing if not polished; 
it has precious few problems and bugs, the path finding is adequate 
and it takes advantage of innovations like build queues and custom 
units. Its trying to be a fun RTS and ithits the mark, but doesn’t make 
much of an overall impression in the end. 

The most obvious nod to mediocrity the game gives us is its 
absence of a compelling story. Once again its futuristic, once again 
it’s post-apocalyptic, and again we control a struggling branch of 
humanity that must gather resources to build more weapons for the 
express purpose of grouping them and tossing them in the enemies 
direction. Thank God aliens aren't involved this time! 

Humanity built a Star Wars-like missile defense system, then 
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some bad nation hacked into the computer system and told itto start 
burning cities world-wide. Nuclear counterstrikes were launched, 
andall hell broke lose. According to developer Pumpkin Studios, we 
are only some 80 years from this happening (hence the ttle, Warzone 
2100). 

Now in the year 2100, vestiges of humanity begin to re-emerge. 
One group in particular stars seizing military tech soit can save the 
world from the numerous gangs which have sprouted up. Pumpkin 
Studios and developer Beyond Games (Redline, also reviewed by me 
this issue on page 74) could've saved time and shared stories, since 
both areas cliched and hackneyed as they come. 

Warzone dares to be slightly different by adding the wrinkle of 
artifact technology to the mix. As you progress, your units uncover 
artifacts which can be used in the research center to add new 
weapons and powers to your units. Inthe factory, you can customize 
your own unitsina limited way, ina feature reminiscent ofthe much 
larger version found in Sid Meier's Alpha Centauri. Choosea chassis, 
locomotion (tanks treads, wheels, etc.) and weapon, then build your 
own personal death vehicles. 


Other than that feature, you havea typical Clone and Conquer 
stratepy game. The basic tactic is to seize oil wells, build power sta- 
tions and bases and churn out your best weapon du jour. Then group 
them and ling ‘em at the enemy base. Nothing we haven'tseen and 
done before time and again. The missions range from interesting to 
very difficult, with little variance in between. Atleast Warzone avoids 
common RTS pratfalls by endowing the Al with good pathfinding 
(unlike the similarly titled Wargames) and when you tell a unit to 
guard something, it does, and it guards it like a pit bull. 

The graphics are well done, with some nice lighting effects. The 
camera can be set to a standard overhead view or down to your units’ 
level. Explosions are very cool. The voice acting, mostly from some 
female commander, is dull as dishwater though. 

The best feature by far is that your units remain with you 
through missions. Build up 20 of them in the first three missions and 
you can continue to use them in the following missions. Also niceis 
a transportsystem that has you sending units to a zone rather than 
building a new base every time. Units gain experience and this is 
reflected in their accuracy. Itis very important fo nurture your expe- 
rienced units. 

Theres nothing particularly wrong with Warzone 2100 for me 
to gripe about. Suffice itto say, you've played it before. Many times 
before. These new additions don'talleviate the boredom enough for 
itto rise above an average rating. 
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W AL - REVIEW 


amn, this is a hard game to review. The first PC version of 
Turok won a lot of fans because of its high resolution, fast 
frame rate and simplistic yet fun action. This sequel is more of 
the same, so that’s good news, right? Unfortunately, | could 
fill up this entire review by simply stating all that is wrong with 
Turok 2. On top of that, 3D accelerated games have 
progressed further than this sequel indicates. But when it 
comes down to it, I'm having a blast playing T2. So is it 
possible to give a positive review to a seriously flawed game 
that | know will annoy people? I'm going to try my best. 

The original Turok on Voodoo was a great title to show 
that a PC can be as good, if not better, than a dedicated 
console like the Nintendo 64, Now it’s 1999 and we have 
Voodoo 3 and Half-Life (amongst others), Along comes Turok 
2, again a port from the Nintendo 64, So much has changed 
in PC gaming that the thought of another console port seems 
like a step back in time, doesn’t it? Well, itis... and if you don’t 
like console games, simply stop reading this review. 
However, I’ve been known to play a console game or two and 
I.can safely say that the PC version of Turok 2 is superior to the 
N64 version and has many moments of extreme fun. 

T2 reminds me of those simple yet fun days of Duke 
Nukem 3D. Oh yes, there are keys to find, kids to save and 
whatnot. But the point isn’t to have a deep, thought-provoking 
experience, it’s simply just to run around shooting creatures 
and trying to find the next level. T2 is fun because Iguana 
made sure that killing an enemy is a satisfying experience, The 
monsters flinch and react as you fire upon them, part of their 

bodies will fly off and they'll perform a death scene that’s 
straight out of an over-the-top action movie. 

These enemies aren't simple targets because the 
artificial intelligence of this game is pretty good. Creatures 
will attack in groups, often surrounding the player. They 
sometimes run away if wounded. The levels are h uge and the 
environments are interesting, very reminiscent of the first 






























Turok. This makes for some fun multiplayer battles available 
over GameSpy. 

Speaking of multiplay, there's a built-in option for “text- 
to-speech” taunts, meaning that whatever you type is spoken 
to the opponents. And believe me, there's some interesting 
things that will come out of your PC’s speakers if you choose 
to play this way. 

Yes, there are loads of problems with this game, too 
many to write about here. There are some serious clipping 
issues (slain bodies can fall through walls, showing up on the 
other side), control is very awkward at first, almost 
reminiscent of controlling a strange hovercraft (Quake fans 
will hate the mouse control), and limited textures on the 
captured kids who just disappear when saved. | didn’t even 
go into the hours spent searching for a missing item/goal, the 
ever-present and much despised fog or the simple fact that 
there's only one movement speed... no running! 

Itwould have been very easy to write a negative review 
of this game, but as | said it’s still a lot of fun if you don’t mind 
a simplistic console port. The quick action, destructive 
weapons and senseless bloodshed keep me returning for 
more. It’s a great title to launch when you have a couple 
minutes to blow some monsters’ heads off, or a couple hours 
of senseless Internet multiplay. 






















ti. most obvious thing about Rollcage is its similarity to Psyg- 
nosis’ previous hit Wipeout. In fact, if you've played Wipeout 
atall, then you already have a good idea as to what Rollcage is 
all about: tournament-style progression of the tracks, bright col- 
ors, cool explosions, great “Japanese-style” art, and the now- 
cliched Techno soundtrack. There are only three real differences 
with Rollcage: 1) instead of flying hovercraft that glide above 
the ground, you are driving four-wheeled vehicles that look like 
those “TYCO” radio control cars, 2) instead of slowing down 
or stopping if you hit a wall, you can actually ride up on the 
wall and drive on the ceiling and 3) if you flip the car over 
(believe me, you will flip over), it automatically readjusts so the 
top is now the bottom and vice versa. I'm not sure what law of 
physics allows you to do this, but it’ still pretty cool. Another 
interesting addition is the ability to shoot the scenery, causing 
itto blow apart and fall down onto the track, leaving debris for 
the other drivers to avoid, as well as giving you a boost of speed 
(ifthe explosion is behind you). 

The game manual is pretty barren, but there's no real need 
to read it anyway (this is a console port). Simply find out what 
makes the car go and what fires the weapons and you'te set for 
some wicked racing. | found the analog joystick supporta little 
lacking, but after a little practice with the Microsoft Sidewinder 
gamepad in digital mode, the controls become second nature. 
Graphics can be adjusted for slower machines and those with 
killer gaming rigs will enjoy some high resolution, native-Glide 
visuals that even put Need For Speed 3 to shame! Wild graph- 
ic elements are all over the place, including random flaming 
meteors, robots that drop power-ups, wormholes, torches, 
sparks, fire, and weather effects. The high-detail graphics come 
ata price though — ona Pentium? 300 with 128megs of RAM 
andVoodoo3, | can play very smooth and fastat the highest set- 
tings at 1024x768, However, there ate moments when a lot of 
cars and explosions are on the screen and the frame-rate will 
ddddrrrraaaageeeee, (Playing at 800x600 improved this..) 


































Audio is very cool, too, with immersive engine sounds, excel- 
lent four channel EAX support for Sound Blaster Live! cards and 
atop-notch techno soundtrack featuring a bunch of Fatboy Slim 
tracks. 

Even though its a console port, it does add graphical, 
audio, and multiplayer elements over its PlayStation counter- 
part. The PC version can race up to six people via LAN or Inter- 
net, including four person split-screen. Still, at its heart, 
Rollcage is “just” a console port, so there's really nota lot of 
gameplay depth. The most nagging feature | could find about 
Rollcage is its lack of camera views. | searched the manual and 
the keyboard to find a button that would switch to an outside- 
the-car view, but came up empty. For a game that involves 
some serious flipping and tumbling, itseems like a no-brainer 
to include a “behind the vehicle” view mode to get your bear- 
ings. Another disappointment is the length of the courses, 
which are very short. Even multi-lap races are over before you 
knowit. 

Who knows, Rollcage Extreme (the sequel which Psyg- 
nosis announced at E3) might someday fix these gripes and then 
we'll havea killer action-arcade racer on our hands. As itstands 
now, Rollcage is a good racer with awesome visuals (on a pow- 
erful computer), great sound and some interesting elements that 
can provide fans of the genre few good hours of racing action. 


ROLLCAGE 
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could’ say we like to go out of our way to make sure stuff looks real. 


Guess yo! 
operations a second. 


Why? Because we can: Qur3D graphics accelerator performs over 100 billion 
dering our chip is compatible with a ton of games and software, maybe it’s time to upgrade : 

3" board, or make sure it's built into your next one. df a 
at www.3dfx.com. So powerful, its kind of ridiculous. 


And{consi 
your present’computer with\a 3dfx Voodoo 


For more information, check out our Miawsits 














Super Beefy Spec 


Atthe moment, Voodoo 3 comes in 3 flavors: the 2000, the 3000 and the 3500. All 
three are 128-bit3D accelerators with dual, 32-bit texture rendering architecture, Like 
Voodoo 2, these cards have true multi-texturing, full triangle hardware selup, support 
formulti-trianglestrips and fans, bump mapping, trilinear MIP-mapping... If your com- 
puter doesn't have an AGP slot, then the 2000 PCI is your only current choice, The 
2000 model has a 300MHz RAMDAC and is clocked at 143MHz for up to 6 million 
triangles per second, The 3000 model ups the clock speed to 166MHz for up to 7 mil- 
lion triangles a second and has a 350MHz RAMDAC for higher desktop resolutions 
with faster refresh rates. The 3000 also includes TV-out via a S-video connector with 
a converter to an “RCA’ style connector if needed. The 3500 has all the features of the 
3000 and ups the clock rate to 183MHz, adds faster memory and support for Digital 
Flat Panel “LCDIx”. The s.rp’s are $129, $179 and $249 respectively. 

The 3000 and 3500 models also include killer game bundles with full versions of Need 
For Speed 3 (or FIFA ‘99 in the U.K.) and Unreal, Strangely, the disk for Unreal is 
stamped as if its actually the upcoming Unreal Tournament, soit would be a big let- 
down if you're thinking you have the UT disk. You will be able to receive the full ver- 
sion of Unreal Tournament for the cost of shipping by sending in a postcard included 

with the bundle, butthe game wasn't finished in time for packing in with the first ship- 

ments Of Voodoo 3. There's also.a special five level version of Descent3 that’s about 

13 ofthe final retail game, These three pames are quite possibly the finest examples 

of their genres and if you've never played them on Voodoo, then youare really in for 

a treal! 


INSTALLATION 


Installation was thankfully a breeze. Once | removed all traces of Voodoo 2 and, | pow- 
ered down, I pulled the three cards out, replaced them with one tiny card, and pow- 
ered back up. Win98 asked for the driver disk like it was supposed to; I set up the card 
forthe desktop, rebooted, and I was in business. Checking the driver disk for goodies 
reveals. a menu for installing or re-installing Voodoo 3 drivers, 3Dfx tools (a part of the 
display properties for tweaks, TV out setup and info on your card), the MiniGL driver 
for Quake 2 engine games, and DirectX 6.1. Also in this menu are the User's Guide 
and instructions on how to install the card, complete with an AVI and MPEG movie 
showing the process. The MiniGL driver installation scans for Quake 2 games (like 
Hali-Life) and installs an updated OpenGL file for that game, This makes the install 
disk very handy to keep around in case you uninstall a Quake 2-engine game and 
Want to re-install it later. 





The following video cards were used in this comparison: 

* Creative Labs 3D Blaster Voodoo 2 12MB, single and SLI pair, running 3dix 
Interactive Voodoo 2 reference drivers Release 2.1, version 3.01.01. 

* Gigabyte GA-630 Voodoo Banshee 16MB AGP board Tunning on 3dfx reference 
release 1.0 drivers, 

* Hercules Dynamite TNT running on NVIDIA RIVA Detonator version 4.11.01.0109. 


All Voodoo 3 cards were tested using 3dix Interactive Voodoo 3 reference drivers 

Release 1.0. All Voodoo Banshee cards were tested using 3dix Interactive Voodoo 3 

reverence drivers Release 1.0. r é 

Test Systems: All running Win98. Display vertical refresh set at 75Hz. 

* Intel Pentium Il 450MHz in an Abit BX-6 motherboard with 128MB PC-100 
SDRAM, 17.2GB Maxtor UDMA hard drive running Windows 98. 

* Intel Pentium I! 233 with same components as above 

* AMD K6-2300in an ASUS P5A motherboard; othenvise same as above 
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2D PERFORMANCE BENCHMARKS — 
THEFLATPART OF THEVIDEO WORLD 


The 2D postion af Voodoo 3 is sharp, fast and as solid as any 2D accelerator you can 
ask for. [haven't had a single problem with any desktop, web or 2D game resolution 
1 


WO - SPECIAL FEATURE 


Festival 


by Dave Whittle 


something | couldn't say with all 2D cards in the past (including the Banshee). In fact, 
even the 2D image quality and color richness is a noticeable step up from my old 
Quantum3D Raven AGP card. Voodoo 3 is everything you would want from a 2D 
card, The fast RAMDAC with 16megs ormemory means 2D resolutions support up to 
2046x1536, 32-bit color depth at 85mhz - if you have a behemoth monitor. For my 
19” Sony, 1152x864, 32-bit color depth at 120Mhz displays a fast, sharp and stable 
desktop for surfing, writing or playing a little Solitaire. The 2D alone gets my highest 
approval. 

From a gamer's perspective, the 2D image quality is often ignored. Obviously, for a 
combined 2D/3D chip, the quality of the 2D image with which you have to live and 
work day after day is critical. Fortunately, the Voodoo 3 is excellent overall in this 
regard. The 2D image quality and performance is first-class, matching the best cards 
in this area, pixel for pixel. Gone are some of the inconsistencies seen with the 
Banshee, a chip that has cards produced by a range of vendors. Resolutions can run 
up to 2048x1536 at 24 or 32-bit (True Color) desktop settings, depending on monitor 
capabilities. 

In benchmarks of 2D performance, the Voodoo 3 hits scores that match or beat any 
consumer graphics product. These results show that the 3dfx 2D VGA core has excep- 
tional performance in 24 and 32-bit True Color modes (Tables 1 and 2). 


Table 1: ZD Winbech99 Business Graphics 
1024x768 Resolution Color Depth 
= 
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1280x1024 Resolution 
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Table 2: ZD Winbech99 High-End Graphics 
1024x768 Resolution Color Depth 
24-bit 32-bi 
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3 PERFORMANCE BENCHMARKS — 
WHERETHE ACTIONS 


SoVoodoo 3 makes a perfect card if you want to do Excel, Word or other boring stuff. 
Butwhat about 3D games? Oh yes, this is indeed a gamer’ card. In fact, its combina- 
tion of speed and compatibility makes Voodoo 3 the best gamer’s card you can buy at 
the moment, and don’t let anyone tel you any differently. Quake 2 flies, the Descent 
3 demo is smooth as glass, Half-Life is speedy as... um, something real fast youown 
aVoodoo 2 SLI setup, you're probably already used to this speed, What’ really cool 





is that those games can be played even faster, at higher resolutions, and the image 
quality has improved, The filtering is now much cleaner and the colors are richer. 
There's no longer that grid-like pattem (“banding”) that plagued past Voodoo cards. 
Tobe fair, the grid-pattern does pop up a little here and there (such as the smokein the 
Descent 3 demo), but it’s usually the exception instead of the rule. 
The Voodoo architecture hasn’t changed much. The 256x256 texture size limit is stil 
there, but even when that size is blown up with the improved filtering, it doesn’t look 
as bad as it did on Voodoo Graphics or Voodoo 2, For example, the main menu full- 
screens forTurok 2 (a 256 texture that's been blown up and filtered) looks rather fuzzy 
with Voodoo 2, The same screen on Voodoo 3 is sharper with richer colors. Not com- 
pletely sharp like a good 2D menu, but more tolerable than previous Voodoo cards. 
The Voodoo 3 brings Voodoo 2-SL level capabilities to a single card format, with sup- 
port for 3dfx’s native Glide API, MS DirectX and OpenGL. An OpenGL ICD is under 
development and due for release priorto publication. 
All 3D tests were run with vertical sync disabled, except for ZD Winbench99. 





SYNTHETICBENCHMARKS 


ZD 3D Winbench99 tests Direct3D quality and speed. The Voodoo cards fail anti- 
aliasing based on the edge method chosen by 3dfx notbeing compatible with the test 
method, The 3D Winmark scores show that the Banshee is competitive with the 
Voodoo 2 and TNT cards, while Voodoo 3 is far and away the fastest. 


Table 3: ZD 3D Winbench 99 version 1.1 - 3D Winmarks 
Resolution 


640x480 
Tan eS) 
Win Lo a) 


3DMark99 isa new benchmark system. In this case, the overall 3Dmark score shows 
theVoodoo 3 to be superior toall other cards including, the Voodoo 2 SLI. Game 1 is 
alow polygon, single-texture format, whereas Game 2 uses mult-texturing, The two 
fill-rate tests show the output of textured pixels, with the second fill-rate score demon- 
strating the multi-texture speed of the Voodoo 2-SL! and Voodoo 3. The Rasterizer score 
is determined from these fll rate scores and several texture handling tests (Table 4). 
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Table 4; FutureMark’s 3DMark99 at 800x600 

Game Fill 
Ail Rat Score 
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MultiTexture Rasterzer 
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iust plain flies, producing results equal 
BF soo 2 slland beating outthe TNT by a margin of over 50%. 


ovides an example of where the Voodoo 3 
{to or greater than (depending on clock speed) 


Table 5: Forsaken demo (biodome.dmo) - default clocks 
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Incoming, another Direct3D game, again shows the Voodoo 3 to bea speed demon. 
The Voodoo 3 2000 performs better than a single Voodoo 2, except at 1024x768, 
while adding higher resolutions not attainable with a single Voodoo 2. The Voodoo 3 
3000 beats all comers (Table 6). 


Table 6: Incoming Lux-et-Robur Demo Benchmark - default clocks 
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In Glide and D3D mode, the Voodoo 3 2000 delivers close to Voodoo 2-SL! pe 
aes While the Voodoo 3 3000 matches or beats the Voodoo 2 SLI (Table 7). 


Table 7: Turok Demo version 1.01 Tmark Benchmark 
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Voodoo 2 and 30-40% versus the TNT, as shown in 
Brett Jacobs’ High Performance configuration files. 
er that Voodoo 2-SLI, and very close 
3dfx MiniGL 1.47 (Table 8). 
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Table 8: Quake Il v3.19 demo 1— high performance settings 
640x480 —_- 800x600 
Banshee 


oodoo 2 
88 










1024x768 


Voodoo 2 SLI 
| 88 
Voodoo 3 2000 111 
Voodoo 3 3000 


j Using Brett Jacobs’ HighestVisual Quality settings takes a toll on results, ranging from 
25% at lower resolutions to 13% at higher resolutions. The impact on the performance 
of the TNT and Voodoo 2 cards was about half as great. The Banshee results do not 
quite reach the 30 FPS standard for minimum playability at 1024x768 resolution , but 
its obvious that the Voodoa 3 can handle that resolution and much more (Table 9). 


Table 9: Quake Il v3.19 demo 1—highest visual quality settings 
640x480 800x600 
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Voodoo 3 3000 





1024x768 













Quake II timedemo demo using Brett Jacobs’ Highest Visual Quality configuration 
files. 


The Crusher demo created by Brett Jacobs is an intense test under extreme multiplay- 
er conditions. Even with a very capable CPU, the Banshee results do not reach the 30 
FPS standard for minimum playability at any resolution. The Voodoo 3 delivers amore 
stable, playable frame rate. 


Table 10: Quake IIv3.19 crusher - highest performance settings 
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OE) 
Unreal was developed originally to 3dix Gli 

riginally to run only on the 3dix Glide API, but now supports 
OpenG and D3 to some extent in the latest patches. The Banshee does a tne 


| 

| math Voodoo 2 performance in Unreal. The TNT, running via its OpenGL ICD, falls 

bd far behind the\ ‘oodoo 2, Banshee and Voodoo 3 cards, This demonstrates the | 
are a ae can He q games initially released under the Glide API 
: ants, escent 3, Oni, etc.). Unreal would not play on any non-Cli S forsev. 
€ral months after release in October hs  aeaaaa 


1998, and as of today, after numerous patches, 


still runs slower and wit ‘is ity sli 
ae sf wer and with lower visual quality on non-Glide cards, such as the TNT 
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Quake Il timedemo crusher using Brett Jacobs’ Highest Performance configuration | ; 








Table 11: Unreal version 220 timedemo 
640x480 


800x600 1024x768 








The results show that with this severe test, Half-Life is CPU-limited. The small differ- 


ences in the FPS results are negligible (Table 12) 


Table 12: Half-Life Torture Test 
640x480 


800x600 1024x768 


Voodoo 2 SLI 20 


Voodoo 3 2000 


Voodoo 3 3000 





CPUSCALING 


3D graphics chips vary in performance when paired with CPUs possessing different 
levels of perfomance. Here are three benchmarks that examine this relationship. The 
Direct3D benchmarks in Tables 13 and 14 show that the Voodoo 3 slightly edges out- 
theVoadoo 2 regardless of processor, whereas the Voodoo 2 in SLI format andthe TNT 


is restricted severely by the AMD processor and take better advantage of the faster 
entium Ul. 


Table 13: Incoming Lux-et-Robur Demo — 640x490x16-bit 
AMD K6-2300MHz_ P1233 MHz 
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The weaker AMD floating-point unit (FPU plays a bigger role here in restricting the 


performance ofall the chipsets, and all scale up at about th ionwi 
sets, s esame pr / 
faster Pentium II FPUS. , oF ie 


Table 14: Quake I Demot.dm2 — 640x480x16-bit 




















BOOSTING THE VOODOO 3 


The Voodoo 3 can be tweaked for performance much in the same way as the 
Voodoo 2 and Banshee has been. Atthis point, 3dfx does not include utilities 
for this purpose, although third-party utilities are available (Table 15). 


Table 15: Voodoo 3 settings 


Common Settings 
Vertical sync 





Recommended position 


Anti-aliasing 


2MB texture limit 

High-quality video 

Core and memory clock (linked) | V3 2000: 143 - 166 MHz 
V3 3000: 166 - 183 MHz 


* Disabling Vsync allows frame rate to exceed display refresh rate at the risk of 
visual tears, although this is rarely evident with the Voodoo line, 

* Triple buffering can improve image quality, but is not universally supported 
by games. 

* Anti-aliasing, although rarely present in the 3dfx required edge format, can 
be enabled without a performance penalty. 

* The 2MB texture limit can be used for older Glide games that may not oper- 
ate with larger texture RAM formats. 

© High-quality video provides extra filtering after leaving the frame buffer to cre- 
ate an approximate 22-bit color depth, reducing some of the 16-bitdithering 
artifact. There appears to be a minimal performance impact (1-5%). 

© Core and memory clock sliders are not included in the 3dfx utilities. The 
response of individual cards to clock settings is not predictable. Some cards 
will only operate at the default clock. Others overclock freely to the level of 
the next higher Voodoo 3 version, although a fan may be needed to control 
heat production. From my testing, there is no doubt that this enhances stabil- 
ity as clock rates are raised, as internal heat appears to be largely responsible 
for graphics artifacts and faults that produce lock-ups or crashes on extended 
use. A small 486 CPU fan will screw right on to the Voodoo 3 graphics chip 
heatsink, For owners willing to remove the heatsink, cooling units such as the 
TennMax Lasagna cooler work very well. Gamers are obsessed with frame 
rates and the Voodoo 3's response to clock settings will make many of them 


happy. 





GAMECOMPATIBILITY 


J tested the card with Glide, Direct3D and OpenGL games its way and it per- 
formed like a champ. Yet the champ did stumble now and then.... 
In general, the Voodoo 3 offers support for all Voodoo-compatible game titles. 
This does not mean that all current and past games will work immediately with 
theVoodoo 3 chipset. Most do. However, 3dfx has tightened a few software 
and hardware loopholes in the Voodoo 2 engine as implemented in the Banshee 
and now the Voodoo 3, causing some games to require patching to work cor- 
rectly. You cannot expect old first generation games that have been replaced by 
sequels to be updated to Voodoo 3 compatibility in all cases. There are 
workarounds for many of these titles and resource sites that list them on the 
Web. Often the fix can be as simple as locating an old Glide version in the game 
folder and removing or replacing them with Voodoo 3 compatible versions. 
Surprisingly, !had problems with the retail versions of Need for Speed Ill and 
Unteal. The versions that ship with the 3000 and 3500 run great, but those who 
buy the 2000 might be frustrated. NFS3 retail plays in Direct3D mode only up 
to 800x600. The improved Glide version of NFS3 packed in doesn't show the 
cars dashboard and steering wheel like it does on the 12meg Voodoo 2 cards. 
Unreal plays in Glide with some strange flashing rainbow effect over some tex- 
tures, but the 2.24 patch fixes this. Some of the textin Rogue Squadron was gar- 
bled, but this didn’t affect gameplay (Banshee has thesame problem). 
According to the reviewer's guide, there are a few other known glitches: incor- 
rect textures in Interstate ‘76 (Voodoo 2 has the same problem); Canitsles 
won't workin Glide; Carmageddon 2 won't run on Voodoo 3 (damn}); pea 
Assault has flickering overlay; Mortal Kombat 4 won'trun in Glide; FIFA'99 af 
Tiger Woods ‘99 won'trun in Glide; Madden 99 will only run in 680x480 in 
Glide, anda few others. As you can see, compatibility isn’tas pertectas ne a 
hoping for but, like! said before, Voodoo 2 had thesame prpileins ani 4 rh : 
got fixed within a reasonable period of time (remember Ultimate Race PRO?). 








So any 


a 


Notice that most of the problems are Glide related - almost all Direct3D and 
MiniGL games run great. The OpenGL drivers didn’t make it for shipping, but 
they are being finalized at the moment. This doesn't effect games as the card 
ships with the new MiniGL driver for Quake-style games such as Half-Life. 

What about lack of external 32-bit rendering? This is an argument that a lot of 
people are sick of hearing about (including 3dix), but a full report of Voodoo 3 
wouldn't be complete without mentioning it. For most everything | played, 16- 

bit (or 22-bit) rendering is perfect and! didn’t see any need for 32-bit. However, 

if you turn on fog in Descent 3 (yes, the game bundled with Voodoo 3 3000), it! 
becomes a dithered mess. You can still play with the fog on and it’s fast, but it | 
really ruins the image quality. So it’s best to tum all the graphic options onexcept 
fog. | don't think 32-bit rendering is much of an issue at this point, but the | 
Descent 3 fog is a shameful exception. If Quake 3: Arena or Unreal Tournament 
comes out and lack of 32-bit hurts that game, then we'll deal with that as it 
comes. For now, I’m happy without the 32-bit feature. 





THEVOODOO 3 INPERSPECTIVE 


From this flurry of data we can see that the Voodoo 3 is a very capable 2D3D 
combination, representing the best value in its price strata ($129 US for the J 
Voodoo 3 2000 and $179 US for the Voodoo 3 3000. This is a remarkable value. 

You get the best performing 2D chip combined with 16 MB of high-speed 

SDRAM, the Voodoo 2 3D engine running ata much higher clock rate, provid- 

ing a very fast Direct3D, Glide and OpenGL game platform. Of course, there 

mustbe some compromises made in order to achieve this result, including 16- 
bitrendering, AGP 2x, noAGP texturing, edge Anti-Aliasing, 16-bitZ-buffering, hy 
texture size is limited to a 256x256 pixel limit, 8-bit palletized textures, and No 
SLI support. 

These design factors were purposefully chosen by 3dfx, and represent design 
specifications of the entire Voodoo 2 and 3 family of chipsets. There is consid- 
erable debate about these choices and the impact they have primarily on image 
quality. With competitive chipsets sporting 32-bit rendering, 24-bit z-buffering, | 
super-sample anti-aliasing and full AGP 2x support with Direct Memory 
Execution of textures from system RAM, 3dfx has been underattack and forced 

to defend these choices. 

From my experience, the absence of these features rarely is evidentin game- 
play, and to incorporate them would either penalize frame rate or force 3dfx to 
make other compromises to the basic engine. This situation is in flux as game 
developers explore larger textures and True Color art supported by other 
chipsets, such as the TNT. This does not come without price in terms orper- | 
formance and cost, as well as image quality in other ways. The competitive chips | 
that can perform AGP texturing and 32-bit rendering make other compromises 
such as absence of palletized textures, which affects game compatibility (e.g. } 
Final Fantasy 7) and performance (e.g., Unreal). | 





THEBOTTOMLINE 3 


Voodoo 3 cards rock! But, should you get one? If you're putting together anew 
gaming rig, Voodoo 3 should be your first choice for video card, period. 
Ifyou own an old 2D card, original Voodoo Graphics orVoodoo Rush card, go | 
ahead and upgrade to Voodoo 3, The 2D is perfect and the 3D is much | 
advanced over the first generation Voodoo, so you willbe abletoplay more _} 
games at higher resolutions, faster and with improved image quality. 

If you only have PCI slots in your system, the Voodoo 3 2000 PCI is your card. 

if you have an AGP slat, my recommendations the Voodoo 3 3000 AGP. f 
Ifyou own a single Voodoo 2 and a crappy 2D card, | would say that the 2D 
alone is worth the investment. But be advised that there are a few 3D compat- 
ibility glitches (mostly in Glide) that will need to be resolved with V3, which 
could take some patching. ; 

if you havea very good 2D card (like a Voodoo Banshee) and Voodoo 2s in SLI, 
you might want to sit this upgrade out and Wait to see What 3dfx puts out next. 
Ifyou upgraded now, you would gain alittle speed in some cases, higher reso- ; 


' 
q 
j 
i 


lutions anda nicely improved 3D image quality. But it may not be worth the 


trouble. By 
Allinall, !am very happy with my Voodoo 3 3000 AGP. The desktop is incred- 


ibly stableand looks great even athigh resolutions. The 3D is fast andtheimage 
quality has improved nicely. The only disappointments are those few compati- 
bility issues, but | think in another month or so it should be above satisfactory. | 

Thumbs up to 3dix fora great first “official” 3Dfx product. | can'twaittosee © 
what's coming down the road past 3500! ‘ 
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www.alteclansing.com 


Company: Altec Lansing 
Prices ‘195.95 


Altec Lansing is a very popular name 
in PC multimedia products. Their 
PowerCube speaker series has become 
one of the most popular ever released, and 
has continued to impress PC gamers as 
time rolls on. One of their more recent 
additions is a set of digital speakers with 
phenomenal USB based controls. The 
ADA 305 PowerCube speakers combine 
the awesome power of Dolby Pro Logic 
Digital sound with the ease of USB-based 
controls to provide some of the best 
sounds possible on the PC. 

The secret is in the subwoofer, literal- 
ly. Packed behind the dual voice coil 6” 
woofer, Altec Lansing has included a true 
Dolby Pro Logic decoder. This decoder 
takes the analog sound from your sound 
card and instantly converts itinto a 4 chan- 
nel digital output. The end result is truly 
phenomenal sound from a very small 
package. The bass from the unit is nice and 
clear and the satellites only started to dis- 
tort at the highest of volumes. 








WWW.gravis.com 






| Company: bravis 

| Price: ‘9.45 

; The Gravis Xterminator is about as all-in-one as 
you can get in a controller, yet stil lift without a crane, 
| _ Thereare more buttons, switches and gizmos protruding 
from this pad than you think you'd ever need, but the 
| flexibility comes in very handy, With this controller, 
| 2 you're able to play a much wider variety of games than 
| with an ordinary standard pad. The Xterminator even 
| | beats out the venerable Microsoft Sidewinder Pad in 
lb terms of usability and functionality, 

First off, the Xterminator has both analog and dig- 
ital control, depending upon which type you prefer 
| andoris supported by the game. The analog pad is sovt 
of a cross between the stick on an N64 and the Sega 
| 4 Saturn analog controller (if you ever saw it, that is). The 

wide depression in the center of the analog pad makes a 

f} good fit for thumbs of all shapes and sizes, The digital 

pad is fairly standard, based along the same design as 

almost every other pad you've ever seen, Responsiveness 

| is good in both pads, with no noticeable lag between 
input and on-screen action, 

q There are six main buttons on the face, which | had 

| ho problem programming in any of the games | tried. 

fy, Underneath, there are a set of two proportional flippers 








| Altec Lansing ADA 305 speakers 


The two satellites actually house two 
3” drivers each, so buying the ADA 305 is 
almost like having a true surround sound 
set-up. Altec Lansing has positioned the 
speakers using a patented side-firing con- 
figuration - the bottom drivers face straight 
out and the top speakers are turned out- 
ward about 45 degrees. This configuration 
provides a very rich and realistic multi- 
dimensional sound experience. Watching 
a DVD, | even found myself whipping 
around to locate sounds that seemed to be 
behind me. While each 3” driver only 
receives 5 Watts and the Subwoofer 20 
Watts, the unit is still impressively loud. It 
might not deliver the sheer power of the 
Midiland $2 4100, but for smaller spaces 
itis perfect. 

The controls on the ADA 305 are 
unique. For starters, they are the first 
speakers | have seen that required soft- 
ware. The Subwoofer attaches to your 
computer via a USB cable. Once the unit 
is connected and the software installed, 
you can manipulate the various controls 


| Gravis Xterminator 


and two digital triggers for additional inputs (I found 
these to be most useful for backward and forward move- 
ment as well as side-to-side strafing). Two buttons at the 
top can be used for Start and Select buttons in support- 
ed games, The largish button marked with an“$" is a hot 
set switch button allows you to program “cheats” or 
combos for specific games. 

Even flight sim fans may find this controller useful, 
There's a teeny-tiny hat switch to the left of the six but- 
tons that has a solid feel to it. The Xterminator even has 
a small throttle control on the top of the pad, which | 
found to be more of an interesting feature than actually 
practicable. If Gravis had moved the throttle to the out- 
Side edge of the pad, closer to the natural right hand 
thumb position, it would have been much easier to 
access while in the midst of playing. As itis, its a cute 
idea, one | found would work with games as varied as 
Starsiege and Descent 3, but not something | could eas- 
ily use, 

Likeall good PC game controllers, there's also key- 
board input emulation, the Gravis Keyset Manager, 
which lets you program keystroke-to-button assignments 
tor particular games. The Manager comes with preset 
configurations for playing some of the more popular 
titles, like Quake 2, the Tomb Raider games and most of 


wap 












viaa small applet in the system tray. When 
you want to adjust the volume, all you 
have to do is turn the knob on the top of 
the right speaker, and the app pops up on 
the screen. Adjusting the subwoofer js 
exactly the same, just press the “sub- 
woofer” button and turn the knob. The 
only drawback is that you need a USB- 
ready machine to use these features. The 
speakers still work great without the USB 
controls, but the USB features made quite 
a difference. 

If you are looking for Pro Logic sound 
in an affordable package, the ADA 305 is 
it. It might not be the most powerful con- 
tender on the market, but it compensates 
by packing a heavy-weight punch ata rel- 
atively feather-weight price. 







EA's sports games. There are nineteen customizable soft- 
ware controls, each fully programmable, 

The biggest problem | had with the Xterminator 
was with its software and drivers. After installing, | found 
that the software had overwritten my Sidewinder con- 
trols. Win98 would not detect any Sidewinder pads, 
wheels or joysticks after | installed the Gravis, Usually, 
you'd figure it would be Microsoft doing the software 
tyranny, but Gravis managed to munge up my system 
pretty well. 

|liked the Xterminatora lotandit now happily sits 
next fo my main gaming system, but | was dismayed by 
its input dominance. This is a great pad for doing many 
things, but don’t expect it to play nice with any other 
controllers you may be used to swapping in or out of 
your system, 
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Hitachi Superscan als 


Company: itachi 
Price: ‘1200.00 

3D gaming is probably one of 
the most demanding tasks a moni- 
tor can tackle. This is especially 
true when talking about gaming on 
a PC equipped with a Voodoo 3. 
While most of the world’s gamers 
are content gaming on a 15-17” 
monitor, there are those out there 
that simply demand more. The 
Hitachi SuperScan 813 is aimed at 
high-end graphics designers and 
CAD users, but it is these same 
high-end performance and fea- 
tures that making perfect for 
Voodoo Accelerated gaming. 

The Hitachi 813 delivers a ton 
of top-notch features and blistering 
performance in one of the smallest 
21” designs available. The CRT in 
the unit uses Hitachi’s exclusive 
PrecisionFocus technology to pro- 
vide a brilliant picture. With a hor- 
izontal dot pitch of .22 and vertical 
of .16 (.25 average), the Hitachi 





www.videologic.com 


Videologic SonicVortex2Z 


813 is one of the crispest displays 
available today. The unit can dis- 
play a maximum resolution of 
1856x1392 at 80Hz, which puts it 
just slightly ahead of the extremely 
popular Viewsonic P815-3. The 
standard resolution for a 21” dis- 
play is 1600x1200, so you can see 
that the Hitachi goes above and 
beyond being simply standard. It 
boasts a viewable area of 20,” 
which is amongst the largest avail- 
able on monitors sold under the 
auspices of being 21” (most Piles 
monitors range from 19.3 - 20.0” 
diagonal). The best part about the 
Hitachi display is that it crams all of 
this monitor goodness into a pack- 
age that is only 19.2” Wx 19” Hx 
18.5” D and weighs only 61Lbs. 
Another unique feature of the 
Hitachi SuperScan 813 is the fact 
that the onscreen controls are not 
hidden behind a few buttons like 
most monitors on the market today. 
Instead, Hitachi has separate but- 































tons for each of ‘ GS 
the major con- —~__ a 
trols on the front a 
panel, so any one 

control is only a single button press 
away. This setup is a much faster 
and easier way to adjust the display 
than searching through a menu 
with only two buttons. The on- 
screen controls also include non- 
standard controls like Right 
Trapezoid and Right Pincushion 
which were very helpful in fitting 
the display to the screen. 

The bottom line on the Hitachi 
SuperScan 813 is that it is one of 
the best displays available today. It 
has the cleanest and crispest dis- 
play I have seen, hands down, and 
more features than you can shake 
a stick at. The only thing that may 
keep you at bay with this beauty is 
the price. If you do have the 
money to spend, it could not be 
spent any better than on the 
SuperScan 813. 






by Josh Krane 


Company: Videologic 
Price: *89.95 
The Sound Blaster Live! and 
Monster Sound MX300 probably 
come to mind when you think of 
next generation sound cards, but 
these are only asmall sampling of 
what is currently available. 
Recently, several soundboards 
based on the Aureal Vortex 2 chip 
have jumped onto the market. 
One of these, the SonicVortex2 by 
VideoLogic, was released in an 
effort to stay abreast of Creative 
Labs and Diamond Multimedia fh 
but discerning gamers have to 
wonder how that board stacks up. 
The first thing to remember is 
that the SonicVortex2 is based on 
Aureal’s reference design. This 
means that the card can accelerate 
DirectSound, DirectSound3 D, 
A3D 1.0 & 2.0, as well as EAX (via 
software). When it comes to pOp= 
ular API compatibility, the 
SonicVortex2 delivers. 


The 3D quality of the sound 
from this board is amazing, as with 
most Vortex 2 based cards. Even 
with 2 speakers, the SonicVortex2 
takes full advantage of A3D 2.0 to 
morph otherwise flat sound effects 
into an engrossing 3D experience. 
Sounds really seem to come from 
the left, right, above, below, and 
even behind the listener. Wave 
and MIDI playback were some- 
what muddy at first, but tweaking 
the 10-channel EQ (included with 
the software) seemed to rectify the 
problem. 

There were a few areas where 
the SonicVortex2 came up short. 
The first problem was its multi- 
speaker support. 4-speaker play- 
back seemed to improve the 
special quality of the highs (obvi- 
ously), but traded off the bass sig- 
nal in the process. In fact, on some 
speaker systems (the Cambridge 
SoundWorks Four Point Surround, 
for example) the bass was so low 
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that it was barely audible. Also, 
the MIDI quality was not up to par 

with the SB Live!, so this may not 

be the card for the MIDI enthusi- 

ast. Fortunately there is a 
wavetable connector, so you can 
replace the default MIDI samples 
ifthey areaproblem. __ 

There is no better time than 
now to buy a new sound card. 
Support for EAX and A3D is grow- 
ing rapidly and several companies 


now have boards that can com- 
pete with the MX300. With the 
same great compatibility, sensa- 
tional 3D- positioned audio ance 

e 


retail price, 


cheaper 


SonicVortex2 is a great alternative 
to the MX300. 
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Scott Sellers is Senior VP 
of Praduct Development et 
Sux. He is one of the 
three original founders of 
Sdfx (he is one of the S's 
in SST. the internal name 
for 3dfx chips) 


Jb - FINAL WORD 


With Today's Interactiv: 
The Needle At 60 Is An Absolute Must! 


Much has been said about the importance of frame rate in 
real-time interactive 3D games. If frame rates are too low, quality 
suffers; that much is clear. But just what is low? And how useful 
are today’s benchmark tests in evaluating game performance? 

Is an average rate of 100 frames per second (fps) better than a 

sustained rate of G0fps? 

To answer these questions, industry observers and media 
professionals should consider the impact of human/machine 
interaction and latency, the distinctions between average, 
sustained, and instantaneous frame rates — and, most importantly 
ofall, what this means to game play d other entertainment 
consumers. While to many these variables may seem trifling, 
they actually haye a tremendous impact on the performance 
of games and interactive entertainment. 

Over the course of several decades, numerous studies have 
eyed the effects of lag time, or latency, in simulation applications 
such as military and flight training. In one study, investigators 
calculated the effects of latency on people who were asked to 
capture a stationary target using a head-mounted system. Subjects 
placed an aiming device in a target circle as quickly and accurately 
as possible, and kept it there for at least 350 milliseconds (ms). 
The investigators found it took far longer for subjects to achieve 
the goal when they faced an additional lag of 67ms on a head- 
coupled system (this is additional to the system's existing latency 
of 40ms. In another study, subjects were required to track a 
moving target by keeping a ball inside a box,and moving along 
an unpredictable 3D path. When testers added additional latency 
of 40ms to the existing 40ms basic system lag, tracking errors 
multiplied dramatically. 

Studies have also shown that time lags hurt ou ability to 
manipulate and control objects. For instance, pure lags of 100ms 

or greater have been shown to degrade the performance of a 
simple, remotely operated pick-and-place task controlled bya 
pair of joysticks. In this test, subjects had to place four balls into 
Appropriately sized boxes.According to the results of the study, 
increasing the latency caused an approximately linear increase 
in errors.(For more information on these and additional studies 
on the effects of lag, visit www. psicologia.net/pages/hfact.htm.) 

If latencies of 100ms or greater is too much, then what is 
acceptable? According to other studies, only highly trained or 
experienced users can detect latencies below 50ms. For the vast 
majority of users, latencies between 40ms and 70ms would be 

Virtually undetectable, 

While these studies investigated virtual reality and other 
simulation applications, the effects of latency are felt by a far 
broader audience with interactive 3D games. One of the two 
Most important ingredients in to: 3D games is real-time 
interactivity. When players are engrossed in their favorite games, 
they want their actions to be replicated on the computer screen 
at precisely the same moment they dictate them. Latency directly 
and significantly impacts a game's playability. It goes to the heart 
of the consumer’ faction. 

The other key factor-and one that is closely related to real- 
time interactivity-is realism. Thanks to advances in 3D authoring 
tools, game developers today are able to create stunning 3D 
models and scenes that, in some case: ‘, More closely resemble 
their digital effects counterparts in film and television. 

Ina perfect world, developers would be able to use as many 
polygons as they want in their 3D models ‘ 
would be able to interact with these reali worlds, easily moving 
about real time, But this is not a perfect world, and today’s 
compromise: They sacrifice realism for speed. : 

For instance, developers must diligently work to ensure that 
their scenes and models are sleek, using as few polygons as 
necessary to minimize the amount of content that must be 
generated with every frame, Meanwhile, they frequently make 

imaginative use of textures. More Polygons require the system 
to generate more calculations to produce the bits comprising 
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a frame. Today, game developers who do not follow these 
unwritten rules are bound to frustrate consumers by producing 
an experience that runs so slowly that it is deemed unplayable. 

Game development has for some time been a tug of war 
between high-end 3D graphics and real-time game play.That 
dynamic is not likely to change anytime soon. All of this makes 
the raging debate over frame rates that much more important. 

So what is the lowest acceptable frame rate for realistic motion 
and true real-time interaction? To determine this, it’s important 
to understand the importance of average, instantaneous, and 
sustained frame rates. 

Graphics board vendors often use the time demo to calculate 
the average rate at which frames appear on the computer screen 
over a period of time-usually 30 seconds. Time demos are a favorite 
benchmark of hardware vendors since nearly any graphics card 
can achieve an average frame rate of 60fps.To consumers, an 
average performance of 60fps sounds great. While the numbers 
sound impressive, however, they don’t come close to telling the 
whole story. 

Time demos don’t consider instantaneous frame rate, or the 
rate at which the hardware draws a given frame in the game. 
These rates can vary dramatically — froma valley (or low) of 
only a few frames per second in visually complex areas of the 
time demo, to a peak (or high) of many hundreds of frames 
per second in a graphically simple scenes. 

Work the numbers and the difference becomes clear: A time 
demo score of 60fps may mean a peak of 120fps and a valley 
of 12fps. If both the PC system and game software are capable 
of performing at 60fps, but the graphics card can only generate 
12fps on a specific set of frames, then latency adds up fast:You'll 
acquire 32ms via user input and from the graphics card’s input 
buffers. This results in a total (and unacceptable) latency of 
148ms. 

With varying sources throughout a system affecting lag, any 
drop in frame rate to below 60fps may be detectable as lag. If 
the frame rate drops below 29fps, latency soars over 100ms,and 
Tomb Raider’s Lara Croft will suffer a violent and unjust demise. 
Whether consumers realize it or not, they care about instantaneous 
frame rate. 

Along with average and instantaneous frame rates, sustained 
frame rates are also important.A sustained frame rate is the 
Tate at which a game plays at all times, not just during a highly 
optimized 30-second game segment. If a product can sustain 
6Ofps at all times, that means the frame rate never drops below 
60fps. This translates into Teal-time, interactive performance. 

With a sustained rate of 60fps, latency drops to 16.6ms per 
frame (or 81ms behind the application). This equates to a 
consistently interactive entertainment environment even for 
highly trained or experienced players. 

High benchmark numbers are seductive in the game business. 
While they can be used to bring a product's stellar performance 
to light, they can also confuse (mislead) gamers about the true 
performance of a game. Since we have already determined 
that 60fps is an appropriate performance goal for a sustained 
frame rate,a time demo score of 200fps may seem like overkill. 
However, an exceedingly hightime demo score could be sending 
the right signals: It might say that the overall score was pushed 
up bya better-than-average valley frame rate. Since the valley 
frame rate will always be lower than the average frame rate, this 

could make the card a good performer. The problem for 
consumers is that there is no way to tell, unless manufacturers 
begin to explicitly address the numbers that matter most — such 
as sustained frame rate, 

As we have shown, among all the performance measures that 
should concern this industry, one stands out. Sustained frame 
fate defines the very game experience, and is the only measure 
of a system’s true, lasting performance, 
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